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E je fortunate owners of 
tar and Commodore 
tits. Now, thanks to 
“US. Gold, you and your 
Spectrum/S um+ cam 
team up with some of the 
best games available today, 
from such famous-name 
American software houses 





r mt — —.— ir st q e ES q 





ai 
, 
] TÁ i 
] 


a 


iece 
| ii 


AXL 
Ooo 
Pipa 
(9 00 
LAS 


IR TIME TO OWNA SP 


É E 


E 
o , 7 - E 
ho o 5 gi E mm 
ML Eat 
"sia [a 


ECTRUM.. 


A A 


USA IA 


Al American Software 


as SEGA, BALLY MIDWAY, 
MICROPROSE and ACCESS. 
Amongst our winning line- 
up you'll find games of 
proven popularity, not only 
in the home, but in arcades 
across America! 

So play the game and 
discover for yourself why 
there's never been a better 
time to own a Spectrum! 





COMMODORE 64 
5 €8:95 
SPECTRUM di CAMSÍRADO 
== Imagine Software [1984], & Central Street 
= => Manchester M2 5NS Tel 061 834 3939. Telêx: 669977 
Ear imagihe Software | is available from: | 
BE) W HSMITH MES, WOOLWORTH. LASKYS, Rumbelows Greens, Spectrum Shops and all good dealers. | 
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9 EDITORIAL 


| | 14 NEWS INPUT 
including a round 
London John 
| | gastronome! 
| F9 LLOYD MANGRAM'S FORUM 

The only debating society to appear in print 
53 CRASH COURSE 
Rosetta Loads and Goes with more learning 
material 

62 CRASH HOTLINE AND ADVENTURE 












of what's happening in 
inson our bucolic 










| 64 RESULTS GALORE 
pie page where you just might find your name 
am Each 


| 71 DEREK BREWSTER's ADVENTURE 
TRAIL 


Abit of a mixed bag this month, including an 
| | interesting adventure compilation 








Where Derek starts examining the contents of his 
| 87 FRONTLINE 







| Sean Masterson starts a FRONTLINE FORUM, 
visits MC RIEN and reviews a couple of 












A renbdsea mj 
More lunar lunacy from the ever idiotice cartoon 
hai | 










Mr Bates continues in à musical vein, while Franco 
Frey cuddles up to a mouse, Special offer on | 
ICODER Il, anal! 
106 SIMON GOODWIN's TECH TIPS | 
Another add-on ct, alook atsome letters | 
| plus the usual mix A sec de tidbits 


| 170 MERELY MANGRAM 
| Lloyd moves towards the back of the magazine to 
“head up the previews section with news of 




















| SA CLOSER LOOK AT THE 128 


| the new machine and Mr Kidd has a few words to 


| Inwhich we leam what PALACE SOFTWARE isup | 
| to, now they've hired some artists 


| 66 THE 1985 CRASH READER's 
AWARDS 


| 88 THE MEL CROUCHER INTERVIEW 
| We find out what Mr Croucher thinks about life, 


appears in 








REV 


The May Issue of CRASH arrives in your 
“inyour diary! 








ISSUE No. 27 April 1986 








FEATURES 





A quick look at the 128 games lurking in CRASH | 
Towers, a peek at the inbuilt music commands on. | 







57 T's IN THE POST 
Avisitto the first ever UK Play By Mail Convention 
60 PALATIAL PLANS 







After much frantic keying-in of your voting forms, | 
we can announce who won what in the annual 
reader's poll 







the iate ana a few other things, including the 
demise ofthe PiMan | 
S4A DAY OUT ADVENTURING 

The winning entry in our MUD competition 
for your amusement 


TI7 IMAGINE THAT! 
Julian Rignall scampers off towards IMAGINE's 
Headquarters, tape recorder in hand to find out 
what's afoot 


















“DIY 


37 WINA 128K SPECTRUM 


56 COLLECT £1,000 WORTH OF KART 


“RAINBIRD give you the chance to zoom round the 


| GS WIN A VIDEO — PARTI! 

We explain what went wrong with the DURELL 
comp in the February issue and extend tha 

dead line for SA 


UR Mappers 
68 Wi A BOMBJACK ARCADE 
MACHINE 


A chance to play ELITE's sormarsion ottho aicade | 

original on your Spectrum on origina Ei 

machine, set ti free play of course! 

96 MUGSY GETS HIS REVENGE | 

Melbourne Houga come up with ralggosedis ana : 
ompetition and have lots of copies of MUGSY's 

IGE to give away 






newsagent on 24th April. Mark the date 
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| 5NS - Telephone 061-832 6633 - Telex 669977 
|  Rumbelows. Greens, Spectrum Shops and all good software dealers Trade enquiries welrama 
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FOUR SMASH HITS FOR YOUR SPECTRUM 
HOTSHOTS FROM THE FORCE - Four supreme titles for your 
Spectrum 48/128Kk from four of your favourite software houses. 
Treat yourself to these top ten chart hits now available for the 
first time in one pack. 

THE FORCE - bringing game power to your Spectrum £9.99 
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Welcome fo the April ISSUE of 
CRASH. Yes, the price has risen 
by five pence but we managed 

- 46 hold it down to S5p for iwelve 
issues which wastrt bad son 


S what with the rise in material 


costs, Robin Candy's salary à rd 
the general increase in oftice 
cleaning and maintenance bits 
occastones try the arrival O! 
Gary Liddon! 


1 blow a nte dit S 


sda MOR triat much ot a blow really — 


a1.25pa Week increase) there's 
a whole 24 pages of puMouk 
supplementfrom r Cíhis issue 
to help you get to grips with the 

ames in you! collechorm: No, 

'RASH is not going to becomea 
pstings magazine IE know yOU 
far to well tO tollomatha! path). 
Although the pLAVING TIPS 
SPECIAL IS cairty fulhof fisting. 
WE ve sorted outa deal whereby 
vou can obtain à cassete 
version of the Plaving Tips 
Supplement — without the 
maps of course. For a special 
after price 0! r1 99you can save 
wear and tear OP vour fi ngertips. 
You'll find a coupon in the 
supplement f vou want to order 
this tape, OF just write to Auntie 
Aggte in the usual way. 

his Issue, counting the 

Plaving Tips Supplement, 
contains around 14 pages of 
7 editorial material. Everyone Ná 
CRASH Towers. vours truly 109: 
hopes we have OM redressed 


DO he balance ové the Christmas 


Special which has Ca sed some 
controversy IN he FORUM 01 
iate, And vie ve got some 
respectabie goodies planaef for 
future Issues, 4º well. 
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After the Mad rush of the last 

four issues in whlthwve awarded 

| more Smashes per issue than 

we have done for a lon im If 
a 


| quite make it games from less 
weli-known bd ab ço in 
due course. Gremlin Graphics 
have plans for compilations 
based on CRASH Smashes, Vir- 
gin have done good business 
18) with their NOW! games comp- 
E |ilations and even if THEY SOLD 

“AMILLION didn't, firstor second 
around, it made a solid 
ton the market. The list 































not actually breaking. 
CRASH records, things 
quietened down a bit. Maybe 
games that were mea ntto 
out in time to be Christra 
but didn't, have now all! arrived | 
and we're about to enter into a lã 
slightly quieter period as. e 
nights get shorter, Perhaps wi 
for the 128K machine has slóme: 
ed things down a bit or it's just 
taking longer to produce a! ) 
polished game, Who knows? " É 
There's still a stack of very 
romising items just over the 
Norior, and there s certainly no 
shortage of material shortlistedo 
for the next issue. But with the 
rash of compilations.that have 
suddenty been announced with- 
in the last forinightit's tempting 
to wonder whether the games 
market might be about to shift 
emphasis from “singles” to | 


compilation was 
ast selling title im 


Sola. according to 
m, typé miscaster 





Mel Croucher 
direct proportion to the decline 
in new, innovative game ideas. 

Maybe the greatly reduced 
number of small, independent 
and innovative software houses 
occasoned by the arrival of 
large, powerful combines with 
large marketing budgets has led 
to a decline in creativity. “Dert- | 
vative, derivative” Mr Croucher 
crigs pottering off to do his own 
thing. The games industry could 


Mel Croucher has a lot to say 
| abôut the state of the games 
| sofiware industry at the mo- 
ment — some of his words of 
“wisdom are captured in this very 
imagazine. He is not the only 
son to comment that games 
being released to a pattern 

»pumber of original or 
“products launched is 
jing'as companies are 
) GOrners where pro- 
































“albums”. eved by tha useems to ex- | certainly do with a new spark of | 

Argus Press Software are the . computer hRs E ade. Arcade | life. Is the time ripe for a Punk 
latest pa to jump onto the | Could “albúm | e | Programming movement? 
compilations bandwaggon, off- | which the pri 







ering no lessthan thirty titles for | real terms, is 
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a 96 — that works out A id e ADVERTISERS 
pence per game, ur- | post. BAT INDEX 
adventure package is on lts way | ased sales of 'singlas EP 
from Global, containing a selec- | revenue for the PE AT&Y SA RA 
tion of titles that should piease | develop games, and. | Argus Press 11,80, 113 
| Signpost readers, and two char- | quent decline in e Automata 47 | 
ity compilations, ong for War on | standard of games on | Celcom df | 
Want and another for the soft- | Heaven forbid, compila Cheetah 97 
mar industry's Of The Hook | could lead to even higher price CRASH Back Numbers 32 
appeal will appear shorty | tags on new, individual titles | n CRASH Binders 105 
elbourne House, Aetivision Ae have to pay for therm: aa CRASH Mail Order 90,91 
and Firebird are joining forcesto. | selves-on reduced sales before | IWTána CRASH Subscriptions 38 
launch their own compilations | they are compiled into Sofwarg 4 CRASH T Shirts 105 
label! which kicks off with some | albums. has Datel | 109 
very strong product from their Digital Integration 55 
combined beck catalogues and | | Dureill 25, 27 
will no doubt be used as a veh- E J Software 31 
icle for launching the “didn't Elite 140 
Euromax 16 
Evesham Micros 43 
Firebird 131,133, 137 
Gargoyle Games 4 
Gremilin Graphics 28,61 
Imagine: 4, 70,120, 121 | | 
Kempston 108 | 
| Level 9 75 
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Micronet 800 RE 
Microsnips 49 
Mikro-Gen 4a 
Mirrorsoft 25 

5, 7,33, 127, 139 


| Ocean 
RAR Distribution 122 
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KNOWIS My 
Woula 
AO is for a aVONk 


the Commodore 64,4 
spectrum and 


Amstrad ata deE 3 HH CR A. LÃ V/A | | | 
recommended Es E Um, R à | i Th À | 


retail price 


Quicksilva Ltd., 


! 
Liberty House, | 
222 Regent Street, | | a j 
London WIR 7DB, Viy | 


1 
01-439 0666 





How to score before you play 


W.H.SMITH 





Top Soft 20 
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Our correspondent with the 
permanent thirst, JOHN MINSON, 
roams the streets of London in search 
of free lunches, To justify the cost of. 
shoeleather, he's turned in these few 
well chosen words... 


k started at the 128 launch. kt was an event cloaked in secrecy — 

phone calls to Sinclair onhy elicited the non-committal “Are you 
honing about the 13th7” But everyone knew. Every hack worthy of 

his or her name would be there to see what Sir Clive would pull out 

of his hat — and we knew what that was going to be, too. But as 

Graeme had rejected my offer to fly out and sample the delights of 

Spanish Spectrum at his expense, | was making do with a 
blagged invite to the London launch. 


the 





True to form, the promise of a 
major news story, not to memn- 
tion a free lunch, had lured that 
assembled body of well-res- 
pected joumos, the computer 

ress, from behind their desks. 

hy, | even saw representatives 
of magazines dedicated to non- 
Sinclar machines there, 50 
great is the lure of Sir Clive. And, 
of course, Graeme, all the way 
from Ludiow looking extremely 
dapper in best whistle, made an 
| ago amongst us mor- 

tais 


Happily. with Graeme cover- 
ing the news aspect | was free to 
adopt my more usual role as 


food and wine correspondent. | 


(Actually, Lie — lhad to take part 
in that unholy rugby serum 
| called the photo call, where 
some highly trained lens-person 
gets Sir Sinclair into the most 
unimaginative pose possible, 
then we all scramble to capture 
it like it was the Second Coming 
— which is probably what Clive 
ho tis!) Dois 
First the wine. Well, wine 
was but not a Bloody Mary to be 
found, which is a pity as the 
cocktail's colour would have 
complemented the crimson box 
of the 128 rather nicely. The food 
was better. Only canapes, mind 
| — always just a taster for the 
proper sarnie that should follow 


but never does — but big, heal- | 


thy ones with exotic contents. 
And the little cakies that follow- 
ed were superb. Sadly for some, 
the positioning of this spread at 
the far end of the room went 
unnoticed until too late. Myself 
and the other sharp eyed vul- 
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| for poor old Graeme, who had 





tures had hardly left a quail egg 


been  punctiliously  plugging 
away for stories among the as- 
sembled software companies. 
(And what is the collective noun 
for such a body? A loading 
error?) 

Not that my seclusion from 
the trestles had putme outofthe 


running for information. Could it | 
| realhy 
| Sinclair had known in advance 
| that the most used joystick's 


e that Kempston and 


interfaces would cause games 
to crash on the new micro, but 
had colluded to keep quietabout 
it until a solution was reached? | 
don't believe it. Nor was | taken 
in by the wag from one very 
large group of companies who 
whispered that they wouldn't be 
producing further games for the 
expanded machine until it had 
firmly proved itself, which they 
didn't think it would. Then there 
were the loading problems that 
software houses had apparentiy 
encountered with their display 
machines on the day. Poor old 
Colin-from Firebird: face was 
ink! 

But by that stage it was be- 
coming hazy, the ground was 
circling, and | recognised the 
symptoms of alcohol starvation. 
So | made for fresh air. Sudden- 
ly, my way was blocked by a 
uniformed flunky. Could it be 
that | knew too much? Luckily | 
alwavs carry à can of insect 
repellent with me — à brand 
known as Mace — and let the 
tool ofthe capitalist classes have 
it, right between the eyes. Às he 
sank to the floor | realised that 


| à broken 





he'd only been trying to give me 
my coat, Really must do some- 
thing about this paranoia. 

Chaos reigned. | was forced to 


“letgo with a few more blasts of 


the chemical cosh — purely for 
self-defence — when a bearded 
figure foug hthis way to 1 Um 
a doctor, he said, Let me thr- 
ough'. | was about to blast him 
when | recognised the face be- 
hind the whiskers and the un- 
mistakable shape of the cocktail 
shaker in his hand. This is the 
sortof man of medicine | heartily 
approve of. 

He dragged me from the th 
rong and pushed me into a car 
which roared off at high speed 
towards the environs of his 
Er eted, rooms in Covent 
Garden, for 
than Dr Tim Langdell of The 
Edge. Here was a man with such 
faith in the new Spectrum that 
he was not only expanding Fair 
Nght for it by adding better 
sound, new rooms and secret 
passages but also a new way of 
solving the secret of the casile. 
And that, he confided, would be 
nothing compared with Fairtight 
it which would be primarily 
aimed at the larger memory, 
needing a multi-part load for the 
small machine. 


ing another medicinal concoc- 
tion, there would be the long 
awaited Writer — a word pro- 
cessor which 15 so complete it 
seems you can choose a style 
from a pull down box and it will 


ke this one. And Artist df will 
wash the dishes and make the 
tea .,. but by this time | was 
feeling tired and emotional from 
my day's work so | made an 
excuse and sought a nightcap. 

| woke up the following Tues- 
day in the vicinity of Fleet Street 
with a hand on my collar and 
voice saying, “You're nicked, | 
was in the midst of babbling on 
about being a journalist and ly- 
ing in this gutter because I'd just 
been mugged and coming from 
ome, when | recõg- 
nised the arresting officer as 
none other than debonaire 


| Michael Baxter, the most elig- 


ible bachelor in computer PR, 
He was dragging me down 
into the dungeons not for rea- 


Software's The Force, presided 
over by himself and partner (in 


| crime?) cuddly, bearded Dave 


LONDON 


it was none other | 


Then, he told me, administer- | 


peido rise an article to fit, rather 
| 


| wa 


sons of incarceration but to. 
| witness the launch of Argus 









Carlos. There are those who 
ja say that a game about the 
police being a Mind Game is 
rather a contradiction. In fact, 
there were those who said it, 
And — without wishing to in- 
duce anti-police attitudes in you 
impressionable youngsters — | 
also wondered if there were any 
miners in the game and whether 
you got extra points for killing 
innocent women and children. 
But Dave expertly fielded all of 
my whimsical enquíries by hitt- | 


"ing me repeatedly around the 


kidneys with a squeaky plastic 
truncheon. Obviously the game 
is educational. 

Well, | can't really report on it 
(did you think | would?) because 
there was only a Commodore 
version available and | suffer a 
terrible allergy to the machines, 
so Imade for the bar and food — 
an odd mix of cold cuts and 
lasagne! But | did pickup à bitof 
info about the Argus Thirty 
Games package, due out soon. lt 
contains bits n'pieces from all 
over the a or Empire — Quick- 
silva, Bug Byte and more — and 
while there are some proggles 
vou wouldn't give house room 
there are enough good things to 
make it a definite bargain aí 
£9.95 for two tapes. 

Another missed opportunity 
though. Why nobody dressed | 
up in PC's uniform? Dave as the 
Laughing Policeman? We were 
wvell upset. And why no Bloody 
Marys? Has somebody warned 
the computing world about me. 
Nevermind, the deadline forthis 
was already gone and Graeme 
was giving me angry phone 
calls. | stumbled up the stairs to 
the snowy Street of Shame 
when | was hailed from a pass- 
ing car— awhite Corvette. Leap 
in, said the driver “we're going 
to cover the shark fishing cham- 
pionships in Hawaii”. For a mo- 
ment | thought about the dead- 
line — then leapt into the car 
which roared off into the London | 
traffic, took a right down a one 
street against a red light, 
and narrowly missed a passing 
barrister on his way to the Old 
Bailey from El Vino. 

So, sorry Graeme — this is all 
beira typed on a sun-bleached 
beach in a state of total inebri- 
ation and most of it's pure fan- 
tasy anyhow. But some of it's | 
true. And that's where à gets 
weird, 


Hunter 5 Minson 








Winning CRASH competitions 
isn't only a matter of collecting 
whizzo prizes. Sometimes you 
me famous, sometimes 
vou meet famous people — all 
sorts Of nice things happen to 
Our prize winners. 
lan Harris, for instance, came 
out top in the MacMillan Foot- 
ball competition and had a day 
out at Tottenham Hotspurs 
| club, along with a few other 
competition winners. lan's the 
guy on the right .. 


a didi of MacMillan FOOTRALL competítions hob-nob it 
Ray Clemences at the pura ground 








“OH! THE GLITTERING PRIZES 





Just before Christmas the Newsfield crew stumped offto the InDin,a 
Ee industry event in which everyone had lots to eat, 
se away some awards, a bottle of champagne was 
auctiongd for £ 14,000 to launch the OFE THE HODK appeal, and the 
annual CLIVE AWARDS were presented to worthy recipients in the 
software industry 
Oliver Fre for it is he, is pictured handin 
Anvard for TUE BEST ALTERNATIVE 18] 
Clare Hirsch, for it'is she, Activision collected 
Computer People which will never be appearing on the Spectrum. 
Shame! In the background John Phillips, Master of Ceremonies for 
the dad studies his notes. 


over the Newsfield 
ARE to Activision's 
the award for Litile 
















“tan tapes of inca np 
Ware nO Fr has a Moon 
[re esta arcáde machine: sittiog in 
his office, He's given it away! 
Ofthe game will remember 
that Incentive offered everyone 
sç Ad over 30,000 points 
their official micro version of 
n Cresta the chance to enter 
ddr for: a breno machine, 
of Newcastle on 


ao 
on 
eg 
; dito 








Following the phenomenal suc 
cess of the a ilation tapes 

produced for BID, WEich 
di Goldors Ga ça for Bob 
E Ethiopian Famine ap- 
estã od Cousens from Electric 
rearms is-currenthy puro the 
finishin touches to com- 

puason! or OFF THE HOOK 
ed at the InDin at the 
Pg f last year, the OFE THE 
HOOK appeal set up to raise 
money for The Princes Trust to 
assist in the rehabilitation of 
drug users. Part of the money 
raised will also be used for pre- 
ventative paid to. mia 
deter downWard spira di Pare A 


in inha ia sá i 
The. BID. compilation be- 
came the caniça Aloe No 
chart success of last year, and 
vas probabiy the hi eai sem 
jame A ever. 
| PS a be 
| ] ster, selling for 
| | tors and dealers 
Pita sir al usual 
| margins, and all the companies 
and. i td involved da 
uting the p together 
ve donated pes api and 
products. Rrguina f4.00 of the 








WOW! 


A Spectrum game never before 
released is amongst the four- 
sd td titles on a new 
lation put together by War 
ant, the charity which 
sd against morta 
poverty, 
Hupert and the lee Palace, 
Pa worth of machine code, 
has been donated by Quicksilva 


to War on Want' s WOW Games 





compilation which is available 
mail order from 21st April at 
So. Money raised from sales 
will go to assist development 
work in the Third World — War 
on Want in involved in long term 
propsets in over thirty countries, 
elping to combat the effects of 
malnutntion, ill health and 
poverty. 

Anyone ordering the cassette 
can ask War on Want to send 
them information on their work: 
“Young people in Britain have 


“already shown that they care. 
| Now we hope that they will get a 


E6.99 you will llbe asked sb ad for 
tha tape should Pri- 
nce's Trust — ar he collection 
of games assembled for the 
Spectrum represents incredible | | 


value, 


The OFF THE HOOK Spectrum | 
compilation contains: Pitta 2 
Actrasion;. Peytron from 


Beyond; Fall Guy by Elite Sys- || 


tems; Sam Stoat Safebreaker a | 
Gremiin Graphics game; Ad 
Astra from Gargovyle: Spiat b 
incentive; Mugsy from Mel: 
bourme House: Kong Strikes 
Back by Ocean: Cheguered Flag 


sb Pelo and. US Gold's Blue 


MB dc dê g for a high new 
Eu the Ga: di ese Greg 
o | One of Frustogs of of | 
tha Es ! commented, 
Pritd cad pis forthe QEF THE 
HOOK collection and expect to | 
ses it in the top five during the | | 
first wesk after launch,“ | 
Given the collecton of Spec- 
dd a ames on offer, the price 
charitable metivation 
for the OFF THE HOOK compila- 
ton, the trustees oÍ the appeal! | 
are. unlikely to be dissppointed. 
Go out and buy the OFE THE 
Compilation now, Go on, 
oifyou go. 





lot of fun out of WOW GAMES 
and learn something about 
development at the same time”, 
said George Galioway, War on 
Want's General Secretary laun- 
ching the package. | 
Apart from Rupert and the lee 
Palace, buyers of the WOW 
AMES compilation will re- 
ceive: Spectrum Chess Il, Artic: 
Bugeyes, Audiogenic; Pedro, 
Beau Jolly; Winged Woarlord, 
CDS: Mr Freeze, Firebird; Hego- 
banger's dm Liamasoft; 





Wizard's Warrior, Mastertronic: 


Hellfire, Melbourne House: 
Hunchback ff Ocean; Horace | 
and the Spiders, Psion/Mel- 
bourne House; Xavior, PSS: 
ar da Star Dreams, and Or 
Franky & the Monster from 
Virgin. 

"Another worthy compilation. 


| Hd Our cheques payable to 


Dado and send them 

aaa Bridg St ss LONDS y 

e Street, DON 

SEI 95G. Áccess and Visa | 
orders phone 01 403 2266 and 

ask for games! 


CRASH April 1986 15 















EUROMAX ARCADE | PN ae 
x Rated by BIGK' as 'The cheapest stick Ee 








one can get really enthusiastic about”. 
— x Positive micro switched action. | 
“XX Fully self-centering. vio: | 
EUROMAX COMP PRO E Ee is 
Ea TopU.k. micro switched joystick. Fa pi nas A 
rbd dit o o, : Re | no ora eçe à RARO 
Ask you local f 1 | 
SK you local computer store for À É | = | ço 
details on full range or phone us direct | Sina send me further details of the Euromax Joystick | 
Peq FORGET THE REST — Imeem ENE PRE 
pras) GET THE BEST RR je o 
“ee USE EUROMAX JOYSTICKS 1... FE GUS QUER CR m 
SUITABLE FOR ALL POPULAR MICROS EN DE pg Im ANN Wa DO g ! 
THE UK'S LEADING QUALITY BRAND. À q vd 





Producer: Ocean 
Retail price: £7.95 
Author: Denton Designs 


no again life as we 

know and love it has 

come under threat from 
evil minions — this time. in the 
form of the evil Decepticons, 
Transformer robots which have 
invaded the planet Earth and are 
doing their very best to take 
Over. 

Only a handful of good guys 
remain — five Autobots who go 
by the names Mirage, Optimus 
Prime, Hound, Jazz and Bum- 
blebee. You takecontrol of the 
Autobot team and have to find 
the four parts of the Autobot 


off an energy crisis as well as 
eliminate the baddies. 

Naturally, the invading force 
of dastardly Decepticons is out 
to defeat the quintet of heros — 
tomake your life more difficult, 
the Decepticons have perfected 
the art of robo-cloning, which 
allows them to multiply rapidly. 
you don'twipe out the baddies 
quickly, they start popping up all 
over the place. 

The main playing area is pre- 
sented in a large window which 
occupies the top half of the 
screen, and fipsas you move off 
the edge of the current screen. 
Below the action area is the 
status panel, At the start of the 
game the five Autobots are 
| nestling within Defensa Pods 
and five icons are ranged on the 


control of one of the team, you 
have to move a cursor over the 
appropriate Autobot's icon and 
ress fire, where upon one ofthe 
fensa Pods opens to reveal 
your chosen combatant. 

Ônce you have control of an 
Autobot, the status display 
changes, and the icons are 
replaced with three bar graphs 
which indicate the shield, power 
and weapons status of your cu- 
rent champion. Inrobot mode, 
the Autobots can run to the left 





| out of the screen,press fire, and | 


Energon Cube in order to stave | 


| and tô move up or down the- 


| up and you take to the air, but 


bottom of the screen. To take | 









CD 9 PR E ARDE ep ta HE | Graphics: neatiy done 
a ati ain peecaa o Crime H] | Sound: none 
a 7 Skill levels: one 
ae Screens: 128 


am" um = 1 pai e e Es) b 
- see qa Mini Paris SD É 
RT ] ” 
a 
| 





and right and take to the air, 
flying along Superman style. To 
transform into vehicle mode 
turn the Autobot so it is facing 






Rerunches down into a nifty four 
wheel motor. An Autobot in 
vehicle mode can zoom alongat | É 
a fair lick, but the penalty is that 

its laser system is disabled, | 
Fortunately, the vehicles are low 
on the ground, so most of the 
laser bolts fired by the evil 
Decepticons pass above it. 

The battle is waged in a huge 
city complex containing a weird 
mix of architectural construct- 
ions including walkways, ramps 
and strange pillars. In vehicie 
mode you cam out-run the 
Decepticons, and make rapid 
progress along the catwalks and | 
up and down ramps— but be 
careful not to zoom off the edge 
of a walkway into thinair as vou 
cant transform when you are 
falling. In walking mode the 
normal left right controls apply, 












AME 01:12 


Which means you have to pen- | then put away to forget about | 
etrate their base, and life | can't really think of anything 
becomes harder... really constructive about this 

Success within the fifteen | game — it's neither particularhy 
minutes on level one is all | good nor really bad. If you're a 
very well, but the battle con- an of the TV series it mayprove 
tinues, getting harder and | enjoyable, but | doubt it This is 
harder as the bad guys get | an average game that may ap- 
| meaner and multiply faster. peal to younger players. “ 


| ; O “ Definitely one of Ocean's 
CRITICISM worst games, though it may 
irado appeal to a few people who like 


Transformers. | was left with | 
O “| really think more could | a very bad impression: no nice 
have been made of this É is tunes; no fast or smooth graph- 
The graphics are good, but | ics: attribute problems galore; 
there's too much colour and | character space accuracy and 
clashes occur regulariy. Trans- | terrible controls. Hf you leg it off 
formers isn't terrible, but it's | the edge ofa screen with a nasty 
certainly not all it could be. | in hot pursuit it doesn't follow 
Maybe it should have been u, which is a bit illogical. | 
made simpler, because | don't | founditvery hard to get into and 
think it'll appeal to hardened | slow to react to the fast decis- 
| arcade players. Perhaps it will | ions that have to be made in 
sell to younger children who | order to defeat the Deceptrons. 
like the toys of the same name. | All in, the presentation of the 
So much more could have been | game is way below Ocean's 
done with the Transformers | normal standard, and a real let 
iiea — it's the first time I've | down from the Denton Designs 
seen a p am lacking in any | people. The only bit | really liked 
way from Denton Designs, but | was the point (right at the end) 
there you are, ” when | pulled cut the power 






































ramps which link platforms up 
or down have to be selected at 
the same time as left or right. 
Flying is simple enough — press 










care is needed as. collisions 
with some sections of the env- 
ironment lead to ar early death, 

If the status bars reveal that 
your Autobot is running out of 
energy, weapons or shields, 
sanctuary can be taken by 
stepping into one of the Defensa 
Pods, which will close and 
return. control to the Autobot 
Selection screen. Any nasty 
Decepticons on screen when the 
door shuts on a Pod are vapour- 
ised and the Autobot'srest cure 
tops up its shield, power and 
weapons levels. 

The game is played in real | lead, 
time — you have fifteen minutes | €& “ Transformers is a bit disap- 
to find ia Er sections A the Rei The sitio are okay- 
Energon Lube and fetch them | ish but net up to the quality we | 
back tothe Autbot HO. The | expect from Denton Designs. On | COMMENTS 
Decepticons, wise to your activi- | the whole the game is enjovable | 
ties, are alsoafter the cube, and | but it does lack sornethino in- | Control keys: 1 left, 2 right, 3 
scamper back to their HO with | content: it's one of those games | down, 4 up,5 fire 
any sections they come across. | you play for an hour or so and | Joystick: empston, Interface 2, 

há Protek, Fuller, AGF 
Empada mim sai pj prt DasEnerLLaUR DA Keyboard play: awlward 

Use of colour: plenty ofit, but 
lots of clashes 




































General rating: A bit of a 
disappointment, given the idea 
and the people who wrote the 
game 
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Producer: Britannia 
Software Ltd 

Retail price: £7.95 
Author: Steve Gardener 


rtannia Software started 
out with a Spectrum ver- 
E” sion of the TV Quiz show 
Blockbusters — now they have 
expanded their TV tie-in activit- 
ies with a version of Bruce For- 
sythe's Play Your Cards Right. 
When the program has loaded 
you are qe with a large 
picture of Brucie himself, leering 
out of the screen and inviting 
| you to pet ad game, accom- 
| panied by the Spectrum's rend- 


E TT 


of five cards. On the card screen, 
players quess whether the next 
card in their line willbe higher or 
lower than its predecessor be- 
fore it is turned face up. À player 
can change the current card 
once during his turn, and can 
freeze play at any point, carrying 
the cards that have been turned 
face up over to the next visit to 


ton of the theme tune to the TV 
show. Ônce you've chosen 
whether to play against the 
computer or à human opponent 
and have entered names appro- 
priately, the display flips to the | the card screen. 
question screen. Two large dig- The aim is to to get all five 
$ | cards turned face up — if a 
player quesses the values of the 
next card in sequence incorrect- 
hy then all his cards except the 
rst one are turned face over 
and replaced with new ones 
before control passes to the 
other person. H neither player 


face up on the card screen, the 
gáme returns to the question 
screen, another question is 
Hiashed onto the screen and the 
game continues as before with 
the players changing places. 

If one of the players gets 





tal displays occupy two thirds of 
the screen, with an area below 
used for text. 

The digital displays, one for 
each player, emulate LED dis- 


nsistof blocks which light 
up tó form numbers. À question 
which was asked of a group of 
one hundred people is flashed 
onto the screen. One player has 
to guess how many people 
answered “ves” to the question 
and enter the number into his 
display. The other player then 
has to decide whether the actual 
number of positive responses to 
the question was igor or low 
er and press H or L followed by 
ENTER. 
H'the player quessing whether 
the responses were higher or 


manages to get all five cards | 







Vogue or Plapgirl eh? Which one would our photogranher 
like to work for... PLAY FOUR CARDS RIGHT, Cameron! 


through the card screen then he 
gets a chance to gamble the 
points collected on the final 
screen, where bets can be laid 
on the turn of cards. The game 
ends when the winner runs out 
of points to gamble with or has 
turned all the cards face up. 

What do points make? Prizes. 
Well, not in the computer ver- 
sion ofthe game... 


CRITICISM 


6 “Not an enthralling game, 

Fm afraid. You've only got three 
screens to play on and | 

| gameplay is hardly demanding. 

gramming seemed a bit 

hodi sato Ayuda Eno 

very closely when you're play- 

ing the computer the response 

are asked to go Higher or 

| ron 5 overwritten. Not 

clever, The computer can be a 

| bitdim when it's playing — | put 























































in 00 on the question screen | 
once, and the computer said the | 
number of people who answer- 
ed was lower! | suppose this 
game might be fun for a group | 
of telly addicts or maiden 
aunties, but it's not for me. |. 
don't care what Brucie says: 
Tonight's not going to be a good 
night if 1 play my cards right! “ 


O “Before playing this game, | 
thought it might add to the 
popular TV series, but it's pret- 
ty much the same. A recognis- 
able version of the TV show, 
| With a reasonable theme tune 
| and a neat characterisation of 
Brucie on the intro screen. 
Untortunately, lim not a fan of 
the programme. An aggravating 
aspect is that sometimes during 
calculations, the last prompt 
remains om screen, giving the 
impression that the computer 
| hasn't accepted your input 
Parts, | suspect, are in BASIC or 
were compiled into average 
code. | didn't really enjoy play- 
ing it alone, but the game is 
more fun in pairs or with two 
teams. [Even better with a studio 
audience... |" 


6 “ The TV series is one of my 
favourite programmes on telly 
at the moment, because of the 
great amount of audience part- 
icipation, but a computer vers- 
ion couldn't really allow for this. 
inda beto ay Your Cards 
Fight didn't really tur out to be 
much of a success in my view. 
The question screen only dis- | 
plays the guesses and not the 
answers, which can be a bit 
confusing at first. The fact that 
you don't know what option the 
computer took on the one player 
game means it's difficult to go 
higher or lower! Some things 
were lacking — like the Brucie 
Bonus and big prizes. And | 
missed the Dolly Dealers! “ 







COMMENTS 


Control keys: H for higher, L for 
Lower, Number keys to enter 
a quess and gamble on the 
nal screen, F to freeze play on 
e card screen, and C to change 


ca 
Joystick: N/A 

| Keyboard play: no problems 

Use of colour: simplistic 

"Graphics: well detailed cards, 

little else 

Sound: silence, apart from the 

theme tune at the start 

Skill levels: one 

Screens: 3 

| General rating: A bit yawn- 


inducing unless you're a real 
Brucie Groupie! 


lower gets it right, then he wins 
and has first go on the next 
screen where both players are 
presented with a horizontal row 
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| 

| 
ie já as found on calculators | 
and co 


Ace CRASH photography person, Cameron, takes on the 
computer in PLAY YOUR CARDS RIGHT. He's not doing to 
badly, either, when ftcomes to quessing the turn of the card 








VIEW FROM WINDOW OF THE 
SURFACE OF PLUTO 


Lia RANGE MAP FOR 
DESTINATION SELECT 


IN ORBIT AROUND EARTH. WILL IT AM ALIEN GAME — BUT WHAT DOES 
SURVIVE? IT MEAN? 


The Year às 2007. Life Gn planet Earth is coming to an end. A seres of 
monumental natural deasters has thrgum the Earth's climate into a deadhy 
nepal second lce Age tops dÃ Sequr: The sides are tilack with volcanic 


accurate and up-to-date as possible. Even the results of Voyager ?'s recent 
erncounter with Uranus have been incorporated into the design of that cold 
and inhospitadle mora 

And petitisa game, and a very chadenging one at that. The Solar 
System, the strange alien game, the eight mysterious capsules are ali 
interconmected, Together they hold the key to survival of hife on Earth 

Fór those abie to reach all ermght capsules and make sense of all that 
they find — there are prizes to be claimed, but for alvo attempt this exciting 
quest; the joumey Reel will prove more than worthwhile. 


THIS PROGRAM USES OVER 125K OF MEMORY, 


Rca ASK (Twin Cassette Pack) and 198K £9.95 
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Fo is the Spectrum 
PF version of a respectably 
dl succesful Tehkan arcade 
game from a couple of 
eombjadi 
jack is a super powered 
hero who has dedicated his life 
to truth, freedom and defusing 
bombs. Unfortunately the inha- 
bitants of his cosy world are far 
benign, and their favourite 
occupation | is hassling and har- 
no Mr Jack. Their touch i E 
deadly and contact with au 
Snatches away one of the 
three lives he has during super- 
ercing activities. 

In his quest to dispose of 
bombs, Our superhero is far 
from  parochial, travelling 
around the world to continue his 
quest. There are five different 
locations, each containing a 
backdrap icting a famous 
place. screen contains 
ar bombs, which are of 
the traditional 'bowling ball with 
a bit of string on it" kind. Who- 
ever made these explosive de- 
vices was not exactly skillful, 


Since 


never ever explode, 
no marte how long the fuses 

gzie 

Bomb disposal is Bombjack's 
hobby and the little chap spro- 
ings around the platforms on a 
screen gathering up the explos- 
ive devices. Your little caped 
Cru r can leap into the air 


and move left and right — and 
there's a turbo leap option 
which ea e sproina 


nê “This ts absolutely fantas- 
tic—if's so-o-0-0 playable! 
AR features of the ori- 
“ginal arcade game have. 
been crammed à in, includ- 
À secret bonuses, 
“a alêns different screen lay- 
— incredible. | found 
mao Pour nd evo Ft for eo | 


go. “e dia want. a ves 
superlativo arcade game 
which offers unhelievabie 
“addiction then got out and 
buy now. H you miss it 
then vou're missing some- 

| special. “ 


ing upwards in a real 

o q e are DP a 
ia “over them, and when 
the first bomb on a screen is in 
the bag a fuse bursts into life on 
br bomb. It doesn't really 
matter if you don't run id 


ving seen snip- 

arcade game, | 

Bombjack is 

B copy of the 

onginai one problem 
| às atit alado seems to be 
| à bit easy for the first few 


aro pc 
a good bit of 
efod to se 


with ps ida net 
Bombjack i isone of 

arcade conversions I've 
Seen on the SP Pad a 
longtimo. Get it! 


ES Bombjack sm another 
sa reat líttie game, poa | 
of addictivness an 


| bien ag Although k 
looks very. Pd to am 
“onlooker you realize that it 

| às full of that same myster- 
jous element that kept 

| everyone Playing Roller 
“Coaster well on into the 
elf the The game contains 
ed features of the ar- 
cade version, but | felt it 
didn't play as well — al. 
though this doesn't detract 
from thes 
fun. a “had isa 
two player option which 
allows proper challenges 
“to be set up. It's so prisma 
but so. dictive. At E7.95 
i'sag ive away and should 


“endless hours of 


off and get the active bomb, but 
if vou do a bonus is put r 
way. Collect Imienty ree 

mbs in the active state and a 
whopping 50, 000 point bonus is 
Er your way, 

mbs on a screen have been 
collected, Bombjack material- 
ises in the midd of the next 
screen. 

Each screen consists of a 
pretty scene with the bombs and 
platforms overtaid, Your hero: 
cant jump through the plat- 
forms | he can run along: 
them. Bombjack is governed by 
all the correct and ERR of 
gravity and if the miniscule 
chappy takes : bound into the 
air then he also has to fall down. 
Repeated bashings on the fire 
button cause him to drift down 
ata slower rate. Ifyou're playing 
with a joystick, pushing up while 
Sproinging skyward puts the lit- 
tle sprite into turbo jump mode 
pt gd down with the fire 

paid held rd curtails ad 
E aro'ss ng activities. 
In keyboard mode you can 
Choose to play with Turbo Jump. 
activated or deactivated. 

“This is all fine and well but 

“are the nasties to terrorize 
the líttie chap. The first and most. 
fundamental baddie to beware 
of is the screen-patrolling bird 
ereature which roughly homes 
in on your position. Luckily it's a 
slow creature of little brain 
which is easily outwitted. Then 
there are the robotic creatures 
who enjoy a life cycle fed by 
kinetic energy. The longer you 


ame at all. Great É 


nce all the. 


spend on a screen, the quisker 
the baddies arrive. Robot bad- 
dies appear in the top left hand 
comer of the scene, materialis- 
ao ado Set head 
expiosion to o ama 
negrest platform. Robo. Modos 
ties onde left and right along 
their landing platform for a 
adido E 
ba meo na 
robo hits the No the kinetic 
pd buikt up Par ti A the fall 
the metallic life form 
ses an airborne creature that's 
all the more deadly. Other roll- 
ing ball thingies and vicious 
anaua z00m around pá sr 
ring to wipe your hero m 
the face of the game. 

The nastles don't have it all 
their own way, however. Every 
so often a disk bearing the letter 
P arrives in the playing ares 
heralded by a continuous siren 
wail. Jumping Pe bed this pow- 
er pill immobilises all the nasties 
on the screen and turns them 
into smiling faces. Points are 
awarded for apra through a 
disabled nasty — which is con- 
dos eliminated as vou 


agi put Soenridd ar the letter 
E em ano- 
ther lite to artes DÊ s supply 
when collected, ancdl a Bonus 
button 'B” adds points when 
eh pv and increases the 
value of subsequent bombs ga- . 
thered upon thatscreen. 


Control keys: M right, À N 
left, O extra jumping ability, 
A increase rate of descent, 
X jump 

| Joystick: Kempston, 
interface, 

| rd play: responsive 
Use of colour: jolly nice: 
Graphics: great 
eng lit no more than. 


Sel leve oie: gets harder the 
further you do 

| : five backdrops 
and lots of different bomb 
“formations 

eral rating: A grest 

arcade conversion, don't 
miss it 


Use of computer 
Graphics 


Playability % 
Getting started 91%. 
Addictive qualíties 94% 
Value for money 92% 
Overall 2% 


91% 
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THINK! 


Producer: Ariolasoft 
Retail price: £7.95 
Author: RamJam 
Corporation, Designed by 
Tigress Marketing 


| riolasoft have moved 
into the boardgame con- 






Think! — a variant on the Con- 
nect 4 theme. The aim of the 
game, which can be played by 
two people or solo against the 
computer, is very straightfor- 
war . Players take turns to move 
| à counter onto a six by six grid 
| from the bottom or right-hand 
| edge. If a player gets four coun- 
ters in a vertical, horizontal or 
diagonal line then he wins the 
gama, even if the line was pro- 
ced by the players opponent 
and didn result from a masterly 
move on the part of the winner. 
When a counter is pushed 
| onto the board and enters a row 
or column which already con- 
tains pieces they are all nudged 
| along one square to make room 
— if the row or column already 
contains six counters, the sixth 
counter “falls off the board. 


DEF re “ 
- | a RA [ a 
Fit rá DO À i | 
= o | - me | e] 
Do Pi | 
= em E =“ E ] 
E Pl R 
o! tir tr=<t8 Ira ” [ 
4 ea] - | 
% 
LAR pa 
+“ 
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buics CRSETiTA + je 
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Biz 


The game can be controlled 
from the keyboard or with a 
joystick and all option selections 
except the player's turn are icon» 
driven. After loading, the main 

tion screen Is presented. 
Using the cursor and pressing 
fire or ENTER to select icons, the 
game IS configured according to 

e player's wishes. One or two 
players can participate. One 

layer can take the computer on 
in a normal game of Think!, or 
can choose between the Tutorial 
and Problem modes. 

In the Tutorial game, the 
human player is allowed to 
make three attempts at the best 
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| move during each turn. H the 





version market with | 


best choice is made first time, 
then three points are awarded, 
two points are given for getting 
it right second time and one 
pomt is collected if the best 
move is made at the third att- 
empt. At the end of a Tutorial 
Game the computer reports on 
the player's performance, giving 
a percentage rating. The Prob- 
lem mode allows you to access 
one of the six inbuilt problems, 
which have to be solved in two 
moves, or devise problems of 
pour own by setting up the 
rd. Home-grown proble 
can be presented to the com- 
puter or a friend for solution. 

É two players are setting 
down to a session of Think! they 
can opt to play a rá Eva 
or can select SPEE ink! 
when both players have to make 
gach move within a time limit 
input at the start, Alternatively, 
BLITZ Think! can be played, in 
which each player has a time 
allocation in which all his moves 
during that game have to be 
made — if a player runs out of 
time then the game is lost, 

The remaining game control 
ICONS ON the main option &creer 
allow sound to be toggled on 
and off, keyboard or joystick to 


| be selected for input, and the 


colours of the counters used to 
be set. You can choose your own 
colours for the counters, accept 

e 


et 
ia 


+ 


ne 


K À = +24 
bd ba r 


fia 


ita 
x 
] 


ed a 
a = pi 
| es o 
y Ee 
i a PS qa 


HE 
EST pa 
..< 
a 
+ 


a and O > E a 


E - 











the default colours or si 
black and white if your TV isn't 
up to full colour display. 

HF the playeris) are in any 
doubt about the rules, selectin 
the Rules Icon provides a qui 
summary of the salient points 
and accesses a demonstration 
sequence which plays a few 
moves on-screen. Unce the opt- 
ions have been configured and 
the players are ready to do 
battle, selecting the Play Game 
icon moves the action to the 
playing area after a few appro- 

riate questions about time 

imits and player names have 
been answered. 





The main screen contains the 
board itself and a panel of six 


| icons, which give access to the 


following functions: retum to 
the option screen; display the 
lastmove played; force the com- 
puter to play the next move; 
change the computers skill 
level; ask the computer to sug- 
gest a move and go back over 

e last two moves. 

During play, a bar on the bot- 
tom of the screen displays the 
name of the current player, who 
must press the appropriate 
number or letter key to select the 
entry point for his counter. At 
the end of a game, all the moves 
can be reviewed by selecting the 
BACK icon, and choosing a re- 
play speed from 1 to 9. At any 

int during a game it is poss- 
ible to flip to the option screen 
and save the game to tape or 
dump the screen to a ZX printer. 
The game in progress can be 
resumed, or abandoned and a 
new game started with the same 
setup. 

There's certainly plenty of 
scope for Thinking! 


6 “lcons are the latest trend, 

and Ariolasoft's. icon-driven 

menu is a pleasure to use. lt's 
io to have a nice simple but 


ed able date ame, 
this is both original and 


challenging. As the instructions 


say: Ht's easy to sir eg er | 
k to master. Essentially, 
a have a good simple idea, 
that has been well implement- 
ed. Levels One and Two didn't 

jresent toooo much of a chal- 

nge when | was playing the 
computer, but as | progressed 
beyond Level Three | had to give 
the old brain a o dust down 
e nt got qui É rd. | pi 

lots of people are goin 

master it, but it gave me a of 
fun for the time | played it, and 
one thing" s for sure: it made me 
THINK! * 


e “On receiving this game the 
First thing [did was think! What 
on earth could a game called 
Think be about? On playing the 
game is became very obvious — 


what a thinker stinker it is! Think 
15 an excellent variation of the 


old board game Connect 4 
which ! love. This is a very 
polished icon-driven game, and 


its very addictive indeed — why 
can't al games be this well 
idea After the shock of 

Sb front end" | finally got 
o f ame itself which gave 
me à Ada sioepless hours. Think 
is a definite test of the old brain 
cells at the beginning, but after a 
while | found it quite easy to win 
on even the harder levels. À 
small let down: | enjoyed the 
challenge. Then! realised thatitl 
was careless with my first few 
moves, the old challenge soon 
returned. ld recommend this 
game to al! shoot em up addicts 
— it! certainty keep them quiet 
fora bit. 


O “ Although you might think 
pit ame is very complicated 
iicult to get into from the 
ed of instructions on the in- 
lay, it's really very simple in- 
deed. After a Tew moments get- 
ting the hang of'the icons, you're 
away. The game itself is frus- 
tratingly complex — although 
the moves and rules are really 
simple. | found it very addictive 
and lots of fun — and good 
exercise for the grey matter, 


Well worth getting hold of a 
Copy .. 



























Control keys: SPACE to move | 
cursor down, M cursor up, Enter | 
to a icon selecte | 
Kempston, Interface 2 | 
Keyboard play; fine 
Use of colour: definable colours 
for counters, well thought out 
o sc serve their purpose 


Sound: just beeps to confirm 
selections 
Skill levels: seven levels for your 
computer opponent 

: Option screen and 
playing area 
General rating: A very well 
thought out brain teaser 
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Producer: Atlantis 
Retail price: £1.99 
Author: Nigel Edwards 


à Mellit's far into the future 
and the Americans and 
Russians are still going 


atithammer and sickle. Now the 
Soviets have developed a new 
MIG Starfighter, a highly dang- 
erous and sophisticated weapon 
currenthy being constructed in a 
secret factory deep within the 
| Siberian wastes. For extra secu- | 
rity the plane has been split into 

different modules and scattered 
throughout different  work- 
shops. With the MIG spreadover | 
such a large security complex 
ts going to take a real American 
super hero to infiltrate the 
factory and steal the parts of the 
plane. Orsomeone really stupid. 

Tha security system within the 
factory is mainly based around a 
colour coded card/lock system. 
At any one time a data cardanda | 
lock card can be carried. Holding 
a lock key that matches the col- 
our Of a door grants you access 
to the region behind it. In the 
higher security sections an 
appropriately coloured data 
card is also needed to open col- 
dured doors. 

Cyborg guards patrol areas of 
the factory complex, blindly fol- 
lowing their pre-ordained paths. 
Contact with a guard causes one 
of the four micro batteries run- 
agi your protective suit to lose 
a third of its power and you | 
return to the start of the current 
screen, If all four batteries are 
out of action, the environment 
stabilisers in your suit pack up 
and you expire. 

The factory itsetf is made from 
“a series of rooms each with a 
number of ganíries and walk- 
ways making up the scenery. 
There aren't any ladders con- 
necting the thoroughfares but 
one way transporter beams 
serve a similar purpose. These 
appear in the form of arrows in 
the platform floors. Whichever 
way the arrow points is the way 
you're transported if you stand 
over it and press the activate 
button. The transportation 15 
“immediate but it's worth waiting 
before transporting for any cy- 
sólo that may be trotting over 
the landing pad to get out ofthe 







You're the quy striding out purposefully along the catwalk 
trying to open the doors and avoid the robo guards in HYPA . 
RAID. Batterios are getting a bit low... 











Some may feel that, for the | € Hypa Raidisastrangetype of 
price, K is good value but | can't | game whose nearest relation 
ses Hypa Raid's appeal lasting | seems to be Firebird's Booty. 
for more than a day or two | The game revolves around the 
because most of the fun lies in | player's ability to solve logic 
establishing the correct route to | puzzles, even though at first 
the plane parts: hardly a daunt- | S!9 ht it may seem like an arcade 
ing task! H's not all bad, but I'm | game. Most of the game in- 
sure Atlantis can do better. ' volves trying the work out a | 
feasible way of reaching the 
O This game is very similar to | next door or lock pass. All very 
most other Atlantis games in | fine and well, but once a route 
that it is joily with nothing | has been worked out that's it, 
special going for it, There's not | YOU still have to go through 
much brain ache or arcade skill | whatever sheets you've man- 
involved in playing this one, so it | aged to solve previously. Maybe 
becomes very meonotonous | a funcion for saving out your 
after a short burstofenergy. The | game place would be handy. | 
raphics are undetailed but larg- | can't say that Hypa Raid is the 
ish and colourtul with next to no | best budget game that 've seen, | 
“colour clash. The sound is poor, | butit still may be worth having a | 
with an appalling tune that you | look at if this sort of thing does 
can't disabie and very few spot | appealto you. 
effects. Generaily Hypa Raidisa | 
litite monotonous, so | wouldn't 
really recommend it but on the COMMENTS 
other hand for two quid you 
can'tgo far wrong. 


important sections of the MIG 
fighter are shown as flashing 
squares. Guide your guy over 
one of these and a small detail of 
the overall MIG SF is added to a 
growing picture in the status 
area at the top of the screen, 

Different pieces of lock and 
data card are also imbedded in 
the floors. Standing over one of 
these floor plates and pressing 
the activate button causes an 
exact electronic image to be 
copied into your data or lock 
store, wiping out the current 
image stored there. Sadly, vou | 
can't just wander about the fac- 
tory opening all the doors and 
then running off to collect all the 
parts of the Starfighter since the 
doors reset and relock them- 
selves when à room is re- 
entered. 

Some circuitous routing is 
involved in completing the task, 
and you often have to retrace 
your steps in a chamber once a 
door has been opened, so that 

Ou can re-copy an appropriate 
ock or data pattern into your | 
status area before proceeding. 





















































































Control keys: O left, W right, P 
activate 

Joystick: Kempston 

Keyboard play: very simple and 
no problems 

Use of colour: pretty enough 
Graphics: adequate 

Sound: nice start tune, 
annoving sounds during play 
Skill levels: one 

General rating: willappeal more 
to fans of logic puzzles than long 
term arcade addicts. 














CRITICISM 





e “A lot of my dubiousness 
about cheapies has been dissi- 
pated by such games as Booty, 
Finders Keepers and the more 
recent and excellent Spell 
bound, But | don't feel this game 
is in quite the same class as 
some of the budget games 
around. k's like a cross between 
Booty (the door opening strat- 
egy) and Frank 'n Stein jactiva- 
| ting things to rise a level) — a 
| combinatton which hasn't quite 
come off. The continuous tune 
is average, as are the graphics. 

















| as 

Stealthy super secret agent 
that vou are, your actions in- 
clude walking left and night 
along gangways and activating 
objects — you don't have a gun, 
| 50 cunning rather than violence 
is called for. 

Most factory chambers con- 
tain a couple of main doors that 
connect with other paris of the 
complex. Travel through one of 
| these portals and another 
| chamber flicks into view. The all 
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A Crash! Smast 
Rev up your engine and 
take to the skies to save 
your country. Hunt down 
the enemy and build up 
your log of kills as you rise 
inrough the ranks to the 
elite of the RAF. 
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PLUS 


dSpectrum 48K £9.95 New expande 128K Spectrum “0 is | 


Amstrad CPE F9.95 version wiih a lull mission mode, | 


Commodore 64 £9.95 tape. improved sound, andmore 
f12.95 disk ground detail. Still only ÉS. 981. 


ME 





TURBO ESPRIT (3D Simulation Car Chase) 


Spectrum 4Bk ra as 
Commodore Bd rã as 


Amsttad 464/6128 aos 


Tou drea special agent equipped watha Lotus Turbo Esprir Anintern 


abonal nng of drag smugoters are about to make à huge delivery ol 
Reto, and must be stogped-at all costs The drags- are stored at a 
uember OF Nouses dm he city and val be joken by Cars to an aimoured 
var avec ll be crua around the centre À ruid on the van belore 
compleponolihe delivery would legve some otthe deugsincirculapon 
ontary arado any ol the houses would alerttham to yodesquar s 
dcuvites Toc mustoihesefore try ame pick-ofl the cars one by one 
before they make ther drop, and then try to stop the van before il 


escapes Thecdelivery carsllbe backed-gpby bit squads - so watch 


] 
ont! 


(Developed wuhthe supportof Lotus Cars Ltd) 


COMBAT LYNX (Air to-ground Battle Simulation) 


Spectrum 4Bk 
Commodore 64 
Amstrad dh4/6128 
BBC /Elecrron 


“Combat Lynx 15 both simulation and shoot-em-uyp games im one, The 3D 
altaci created by usmg contoyr line graphves tends to give il a mom 
technical feel, 50 more lke a smulaton, but on the úther hand thera are 
bots of jats and enemy heticopters wluzing atvund and ground tores 
shooting at you which gmes the game its instant plavabiity appeal. Once 
you get the hang of coping veth everything, 15 possible lo playa game of 
hagh sategy wluch involves not onty artade skills but those of forward 
planning. Fór people who anjoy strategy type games, Combat Lynx should 
provide hours of fun, mute fôr those who preter something instant and 
fast - choose skill level 4 and hang onto your hats! Generally the graphucs 
arô MOS! imprassve, with a few atinbute probtems when objects are 
about to become tuúden, but these are minor in whal 16 olherwise an 
Bngaging and chalengina game E 


DARLASELEÇE, 
Lhdbatgliaçãos 





CRITICALMASS (Arcade) 


” P: PCI 
a porirum diak 


Commodore Bd 


Amir “Ad [5 JB 


Mying system of the Doria Federation hasset up an advanced 
anil roatter Conversor pláaniom dc Healiy posboned asteroid tá 
Supoly the loca colonisisa Enonerovo A surprise attackbyalen for tas 
hãs Ssucceessiu E Dove come Re asterpit s deláiicas and the aliens are 
nom Trcatening tó sell -destruçi the power plant unless lhe colonists 
offer am uncondibonal surmrender The seli-destructión process voulo 
ellvo tivo E Ur Tito DEnAPT plari Mio Massive ACk noie [hat mica 
Wipe Gu (he entire plametary system along wvit) 


Sli Unconditional Surrender otteis an equal 4 horntic prospect Woour 


Va number o! negriay 


Mission is to infitrate the entry pósion and disable the antú-mattar 


pan Deofóre the a Tola dcihniel A] CRI TIL: AL 8] a 


Tr” ke - T pa a a à À om | = : = E 
Iisis ted ne grapivos and playabnlity ot this game gre supirh 


makanc dt vell von the money 


SABOTEUAR (Martial Arts Arcade Adventure) 


SPecirum dBk 
Amstrad SB 
Commúdore ba 


Hb 


; É 
46128 THU 
| 


5:35 
Fou ate o lughly sbalecl mercenary tauned am the martial dita You ar 
emptóped o intra a central security bruta velvich E CHASE AR 4 


WANDA TOOL Must steal a disk that contains -the names od all the 
rede! lnaders before ds ipntormapiorn is sent to the ARRASTA RR 
stations. You gro WeoTk Ina against the ciock both ii getting io thedisk 
ana di MARINO VOUF ESCAPE You mustenter Uyg Bandini truth ea Es 
ruober dingivy and ll hem ondy be able to leave by the belicoptei on 
thesoot You will have to end pour way around hem areboLiso PM] 
use of lho quards quyn wWwespon supples dovour strugale Chrguet 
Drew helminmg cas 


Saboteuris withouta dous one oithebestarcade games | ve seen to 
2 ong me and q welcome departurme trom tho plebora qi 
Icenced endorsad productihatihe industry seemeto tur ertiy favo 
Recommended 


TAI 4AB, England 
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SKYFOX 


Producer: Ariolasoft 
Retail price: £8.95 
Author: Ray Tobey 


capable of 3,000 mph 


Gr is the latest jet plane, 
Qua whilst carrving a full pay 


load of weapons and you, the | 


player, are put into the cockpit of 
this awesome fighting machine. 
It's a very fast full-biown 3D 


game — a sort of flight simulator | 


without all the twiddly compli- 
cated bits. 


Your task is made plain — | 


defend your colony from the 
forces of invading aliens. The 
colony forms the combat area 
and is represented as a 25x25 


grid, each section of grid form- | 


ing a sector. 

e invading force consists of 
some conventional Earth-type 
battleforces — tanks and planes 
and a number of fat motherships 
which drop the enemy. All the 
action takes place on the grid, 
and if you happen to fly off it 
then a message is printed u 
telling you that the plane is 'ofl 
colony”. 

The title screen contains a 
series of options — five difficulty 
levels and fifteen different scen- 
arios lincluding practice 
modes). They're all basically the 
same, the only difference being 
the type of attack patterns and 
the number of tanks, planes and 
motherships which take part in 
the invasion. 

Starting in the colony base the 
player is given three lives and 
can select whether to start aí 
high or low level (high level is at 
30,000 feet up amongst the in- 
vading aircraft, and low level 
pits you against the marauding 
tank gd 

Skytox is an advanced kind of 


machine, boasting comprehens- | 
vw gunnery | 


ve armament. 
consists of a conventional laser 


which has unlimited firepower | 


and is the weapon most used. 


| Mounted under the wings are 


five heat seeking and five quided 


“migsiles, Each has to be primed 


before firing. When firing the 
guided missiles a little scanner 
appears showing the selected 
target and this is used to guide 
the missile home. 

Às you can imagine the 
enemy don't take your aggress- 
ve pursults lying down and 
constanthy fire at you when and 
where they can. Luckily Skyfox 
has a shielding system that al- 
lows a high number of shots to 
be fired into it before it fails and 
leaves you plunging out of the 
sky. Fuel is constantly eaten up 
by flying, forcing a return to the 
colony base to refuel and rearm. 
There are two bargraphs on the 
side of the screen showing the 
current state of fuel and shields 
50 you've got no excuse if you 
crash (unless the colony base 
has been destroyed). Other dis- 


“a clock showin 





plays include a constantly up 


| dated radar map of the locality 


showing any alien forces near- 
by, the sector number you're in, 
elapsed time 
since launch and the number of 
missiles left. 

During the game you can call 
up the base computer (as long 
as it survives). This informs you 
of your current score, how many 
colonists have been bumped off 
by the alien attackers, the num- 
ber of alien craft that have been 
destroved and shield status for 
each colony installation. You 
can also cast a beady eye over a 
complete map of the colony 


which shows where the aliens | 


are currently concentrating. 

The final special feature is the 
autopilot. This saves time and 
energy — just press it when 


| there are no aliens around and 


the autopilot flies vou to the 
nearest aliens. H alithe enemies 
have been eliminated then it 


- whizzes you back home — nice. 





é 'Yet an other flight simula- 
tion hits the market, and sets 
out to be a good one. | didn't 
think ui tiodo was going to ap- 
pear on the Spectrum Loca use 
of the delay since fts Commo- 
dore release, but wait has been 
well worth it. The graphics are 
excellent but can be a little bit 
fussy. The colour is a bit plain, 
though acceptable, not much is 


used, but who needs more with | 
me? More sound | 
ma bit better and | 


a great 
would m 
exciting. Overall this game is 
certainly great and will be in the 
charts for a long time yet. 


€ “Skyfox looks set for a long 
nde as the high-fiving Hight 
game. The graphics do jerk 
somewrat, Dut the general 
quality is very good. There's not 
much sound, but who needs it in 
a flight simulator? As as to the 
fifteen scenarios, what can | 
a There was a lot of pre- 
reibase hype for this, and it 


0h0 





The view through your Skyfox windshield reveals enemy tanks and 
atreraft, mangeuvring in realistic 3D. 





seems to five up to the claims 
made for it. it's going to take a 
long time to become Áce of the 
fase, as it means mastering 
some of the more strategic in- 
vasions and becoming triump- 
hant against a massive on 
slaught. For sure, Ray Tobey is 
going to be held responsible for 
a fot of missed sigep and 
rmeais! 


O '“Thereisalotmoreto Skyiox 
than first meets the eve — it's a 


343 10 
TILT 





| Shoot em up elementadas to the 


| to wipe em out or not. Skyviox 


| and the game plays better with 
| Joystick 










| .. 1 at 
j F — = Of F m 
Remi É CM 7 


o ção 


is 


very good mixture between an 
average shoot em up and an 
average flight simulator. The 
result is the best sort of com 
promise for those who think 
they hate flight simulators. lt's 
not too hard to play if you're 
used to simulators, but the large 


strategy element — not unlike 
Codename Mat, ie lots of ene- 
mes closing in and you have to 
jump around the area deciding If 


features a good range of diffi- 
culty, which means you canstart 
pressiona straight away and 
tes! that you have done a good 
job in protecting Earth from 
invaston. À bad point is the way 
the screen seems to lock up 
when it's busy and the sound is | 
buzzing, which makes fast play 
impossible. | think most people 
would be happy with this in their 
collection as the first flight 
simulator, but anyone who's got 
a few flight sims should be 
happy with what they've already 
got. 


| COMMENTS | 


Control keys: |/M up/down; J/K 
left/right (or cursors); plus other | 
function keys 

Joystick: Kempston, Sinclair 
Keyboard play: close 'cross 
keys" are subject to argument, 


of colour: sparse, but 
avoids clashes 
Graphics: great 3D and neat 
drawing 
Sound: a few effects 
Skill levels: 5 
Screens: 15 scenarios 
General rating: a pretty hot 





action flight simulator. 
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Producer: Azed Software 
Retail price: £5.95 
Author: Joe Sherwood 
Taylor 


zed software has 
compacted a twenty 
a thousand word diction 
ary inot Lloyd's!) so that 
mt will fit into the Spectrum's 
memory and still leave some 
room for a program to access it. 
The company has produced 
three tapes based on their lexi- 
con, each containing two 
ames. Xo-Word and Anagrams 
5 the first to reach CRASH 
Towers. 
As its name implies, Ana- 
rams delivers lists of words 
irom the characters you give itto 
work on, displaving them on 
screen. Individual words, names 
or phrases consisting of be- 
tween four and twenty charac- 
ters can be input and the pro- 
ram can be configured to dump 
the results of its efforts onto a 
printer for later reference. Two 
further options are available, 
Wordlist provides an alphabeti- 
cal list of all the words from the 
dictionary in memory that can 
be created with characters in the 
string you have given the com- 
puter — Scrabble fans take note! 





| Alternatively, selecting the Ana- 


grams option forces the pro- 
gram to attempt to use all the 
characters in pone input string in 
one go. Much of the output is 


| gibberish if you try to make a 


sentence from it — a little 
human filtering is necessary if 


friends... 
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XO-WORD 
and ANAGRAMS 


| you're after a wi 








anagram. A 
subtract option allows charact- 
ers to be removed from the 
string if you spot a lda 
neat substring you'd like to build 
on with the remaining letters. 

In tests, when Anagrams was 
used to scramble the names of 
some of the CRASH team, some 
very interesting combinations 
were produced. Gary Liddon for 
instance produces 'an odd girhy, 
and Clive Marles Sinclair nc a 
CRASH staffer) produces the 
stightly cruel “cries in a small vile 
car. Azed have tweaked their 
dictionary just a little bit to 


| encourage some funnier output, 


and some very interesting pho- 


| enetical anagrams can result. 


Naughty words have been rem- 
oved from the dictionary — so 


| smart alecs keving in Spiro 


Agnew won't be rewarded in 


| quite the way they expect! 


e flip side of the cassette 
contains a word game, Xo-word 
which is à cross between Ser- 
abble and noughts and crosses, 
played against the computer. À 
dxá grid occupies the left hand 
part of the screen with each cell 
containing a letter. Both players 
start with'a rack of seven letters 
selected at random and take 
tumsto choose a cell and make a 
word of four letters or more 
wfich includes the letter in the 
grid. At the startofyour turn you 


| must select a squares by moving 


the cursor into ft with the arrow 
keys and then attempt to claim 
it. Success leads to the player's 
token — an O or an X bein 

entered in the grid and the Word 


ye 
18 
+ 





A screentul of anagrams derived from “Sherwood Taylor”. 
With a name like that, he's probably one of Cameron Pound's 






The main game screen from XO-WORD, and yes, there's CAM d 
playing the computer. At leasthe hasn'twona game pet! À 


appears in the table on the right 
of the screen. 

The aim of the game is to 
claim a line offour grid positions 
before the computer, À cell can 
be reclaimed from the opposit- 
ion — but you have to add to the 
letters in the word that 'occu- 
pies' that grid position and come 
up with a longer word. Pressing 
P allows you to pass a turn and 
change some or all of'the letters 
in your rack by keving in the 
ones you want to change follow» 
ed by ENTER, while a press of 


the J can provide a helping hand | 


188 hdi sd the letters in your 
F : 


CRITICISM 





e “ This is really quite an inte- 
resting and well put together 
little package from a small 
outfit. | found the Anagrams 
proa the most entertaining, 
and couldn't resist going thr- 
ough the names of all my friends 
(and enemies) seeing what the 
program would come up with. 
le and crossword fans will 

no doubt be able to put it to 
more serious use, The game on 
the other side of the tape was 
uite challenging, but it's a 
» there isn't a two player 
option. Being a word game, 
's not much in the way of 

g ies, but the screen is used 
well. Maybe E5.95 is a little 
expensive, but a lot of work 
must have gone into sorting out 
the dictionary, so | suppose it's 
hardiy a rip-of. “ 


O “Ii cant be bothered with 
word games like Scrabble, so | 
wasn t al! that keen when given 
this program to review. Xowvord 
didn't change my mind about 
word games — they're not for 
me — but ! had fun with Ana- 
grams. There's a limit to the 








| amount of laughs you can have 
| out of getting the computer to 


make up silly phrases for vou, 
though, al f doubt lil keep 
coming back to this one. Forme, 
E5.95 15 a bit stesp but | can ses 
that some people keen on 
wordgames would find this tape 
a good buy. “ 


O “ Anagrams is definitely fun. 
Just load and go! | enjoyed the 
word game on the other side 
too, although the presentation 
was a bit basic and unexciting — 
it could have done with prettier 
graphics and maybe a bit of 
sound to jolly it up. Perhaps 
there wash't room with that 


huge “psp | don't know. | 
value if you like | 
word games, and | look forward | 


Overall not ba 


to seeing the other tapes that 
Azed are doing. “ 


COMMENTS 





Control keys: follow the 
prompts for Anagrams; P'to 
change letters, J to jumble your 
letters and O to quit in the game. 
Joystick: N/A 


Keyboard play: no problems at 
a 

Use of colour; basic 

Graphics: okay for a text only 


ckage 
Sou dl: none 

Skill levels: two in Xo-word 
Screens: one in the game, 
menus in Anagrams 

General rating: Bound to appeal 
to word puzzlers, a useful utility 
combined with a passable game 
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Little stick men scamper around in one oftho dungeorns from | 


REALM OF IMPOSSIBILITY 


Producer: Ariolasoft 
Retail price: £7.95 
Author: Mike Edwards 


| calm of Impossibility is a 

a One or two player arcade 
adventure where the object 

of the game is to enter thirteen 
different dungeons and recover 
the items that are found therein. 
The front end of the program 
pesca a menu when it has 
oaded and once the one or two 
player option and level of diffi- 
culty (1-4) has been selected, it's 


| time to move to the dungeon 
selection screen. The thirteen | 


dungeons are presented in a 
menu and when you begin play 
some of them are “locked” — 
items from other dungeons 
have to be collected before you 
can enter them, 

Select a dungeon, load it from 


tape and the quest can begin. 


The playing areas are presented 
ima scrolling 3D format and each 
pecupies several screens. As can 
be expected the dungeons are 
far from empty, and a variety of 
unpleasant creatures live inside 
them including zombieés, 
snakes, spiders and terrifying 
deadly balls all of which home in 
on your poor man. Hf one of 
these touches the character then 
a certain amount of energy is 


taken off his energy counter at 


the foot of screen. You only have 
one life to play with, so care has 
to be taken to avoid contact with 
the denizens of the dungeons 
wherever possible — and 
energy restoring objects can be 





collected to boost flagging 
spirits. 

Exploring the dungeons is 
rewarding: useful items such as 
spells with which to confound 
the attacking nasties, and food, 
can be collected by running over 
them. Magic available includes 
Freeze, Protect and Confuse 
spells. 

Some ofthe mazes have multi 
levels which are connected by 
ladders. Later levels have some 


in 
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Another 3D view into a dungeon. 
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very weird Escher-like construc- 
tons which look only a few 
metres high on one side, but 
drop hundreds of feet on the 
other, which can lead to an garty 
death for the unwary adven- 
turer. Once all the useful itemsin 
the current dungeon have been 
collected the player must work 
travel back to the starting loc- 
ation where a points bonus is 
given and the dungeon title 
screen displayed again. The 
quest can then be continued into 
another of the thirteen regions. 





| CRITICISM 


& “ One thing | didn't like about 


Realm was 
' the different dungeons every 
time | wanted to per. There's 


them, as far as | could see, so 
why weren't ndo all put into 
memory together? The graphics 
inthe game are far too small and 
indistinct — À sic one character 
square, and 1 

so badly | suspect the move- 
ment routines are in BASIC. 
There's ptb no sound at all, 
and the ls is far too easy 
to appeal for 

some of Áriol 


THINK!, but Realm of Impossi- 
bility is a major let-down. “ 


O Cididn't really rate this game 
when | saw ita year ago on the 
Commodore and it has lost the 
few redeeming qualities ithad in 
the conversion. | found this 
| game totally unplayabie and un- 
compelling, The graphics are so 
small that the onty way vou car 
tel! your character from the rest 
of the mess wobbling around 
the screen is that it is a different 
colour — and it's still difficult! 
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The screens are often garish and 
the use of 3D is misleading. The 
“minimalistic instructions left me 
guessing what | was supposed 
to be achieving — and the on- 
Screen prompts were surffic- 
iently illegible to be worthless. 
What are Ariolasoft doing relea- | 
sing a game like this in 1986? * 


O “ This piece of dated US soft- 
ware is one of the worst Spec- 
trum games I've seen in a long 
while and it must be an embar- 
rassment to any American prog- 
rammer. The graphics are. 
appalling with some of the worst 
attribute problems l've seen 
since 1982. The characters are | 
tiny little things with no person- 
| ality or animation — the sort of 
thing Spectrum users said fare- 
well to yonks-ago. Why there is 
need for a multiload system | 
just don't know — the game is by 
no means large and when comp- 
ared with today's standards it 
et pales into insignificanece, 
he instructions are poor and | 
don't even tell you the keys! The 
onty other thing | can say about 
this is steer well clear, if it's 
arcade adventures you're after 
then look elsewhere. “ 


Control keys: O up, À down, X 
left, C right 

Joystick: Kempston, Interface |l 
Keyboard play: below average 
Use of colour: very unimagin- 
ative, garish 

Graphics: appalling, with 
horrendous attribute problems 
Sound: a few clicks and burps 
Skill levels: four 

Screens: thirteen multi-screen 
dungeons 

General rating: Could have been 
a passable gume a couple of 
years ago. À joke today 


e need to load in 





































jal about any of 


ey flicker awfully, 


- Eve enjoyed 
| s games rec- 
like Panzadrome and 





CRASH April 1986 31 





| Producer: Alligata 


Retail price: £7.95 
Author: Elliot Gay 


ligata offer vou the 
opportunity to experi- 
ence the thrills of show- 


jumping without having to goto | 


the expense of ing and keep- 

ing a horse — in you dont 

even need to be able to ride to 
lay Show Jumping on your 
| ctirum, 

Once the game has loaded 
you are treated to a rendition of. 
the TV Show Jumping theme 
before moving on to the menu 
screen. Up to eight players can 
| Compete against one another, in 
which case each rider has to 
choose a computerised horse 


from a list of steeds which, co- | 


incidentally, have been named 
after Alligata games. The horses 
are all of the same standard, so 
there's no advantage to be had 
in consulting (CRASH back 
issues before vou select a 
mount! In single player mode 
you have no choice but to accept 
the anonymous horse provided 
by the program. | 
the game contains six 
courses, of varving difficulty. In 
the one player mode, which is 
pray intended to allow 
orse control skills to be prac- 
tised and improved, you can 
choose between two skill levels 
before entering the arena. You 
have a one hundred second time 
limit in which to complete the 
course, and are allowed a total 
of three refusals before vio 
disqualified. Four faults are col- 
lected for each fence you knock 


down and the first two refusals | 


collect three faults each. 

In the multi-player mode the 
scoring and time limit are the 
same, but the course is selected 
by the computer and the players 
take it in turns to ride into the 
arena. The winner ig the rider 
who completes the designated 
course with the least faults — a 
tie results in a jump-off on a 


Putting the Finishing touches to a clear round in under 55 








seconds — SHOW JUMPING from Alligata 


ments, turning to the left or right 
30 degrees with each appropri- 
ate keypress or joystick move- 
ment. 

In order to jump a fence suc- 
cessfully you have to line your 
steed up so that you approach 
the bars at right angles, select an 
appropriate & and press fire 
at the critical moment to take to 
the air. To help you remember 
the order in which to take the 
jumps a window at the top 
centre of the screen indicates 
the direction of the next fence by 
moving a graphic of a horse so 
that its head points in the right 
direction. A digital readout dis- 
plays the time you have taken, 
accurate to a tenth of a second, 
while a scoreboard counts the 
number offaults you make. 





CRITICISM 


6“ | can't really see myself play- 
ing Show Li for long, but 
it certainly would brighten up 


an afternoon, Generally | stay 





harder course, and a further tie | ERR 


in the jump-off is settted by 
awarding the top rosette to the 
competitor who completes the 
round in the fastest time. 
| Once the course has been sel- 
| ected the computer displays a 
schematic view of the arena 
showing the start and finish 
gates and the order in which the 
jumps must be attempted. 
ressing SPACE moves the 
viewpoint to a flip-screen 3D 


representation ofthe course and | 


| the ra pesam begins. 

Your ho 

trot or canter and can be speed- 
ed up or slowed down as appro- 
prate. Fine directional control 
can be achieved — the horse 


turns a full circle in twelve incre- | 
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rse can stand, walk, | 


well clear of of games like this as 
they are often very boring orofa 
very low quality. This is not the 
case with Show Jumping. The 
propraca are well defined: the 
orse and rider are very well 
animated and even the crowd is 
fairly well detailed. Apart from a 
tune at the start, the sound 
effects are limited to some hoof- 
ish noises and a cheer from the 
crowd every now 
Once I'd got into the spirit of this 
aaa (which wasn't too hard to 
| 1 found it had started to 
grow on me. After half an hour 
or so | was beginning to get 
pura gooi at it and have a lot of 


O" Few people have attempted 
to portray this sport on the Spec- 


| trum, but Alligata have come up 


with the goods and made a 
paid acceptable job of it. The 
gra es work quite neatly and 
0ok reasonably good The 
people walking down the stand 
is a good touch, and the clip- 
pety-ciop noise of the horse is 


quite atmosphere, too. The 





and then. | h 


| à group of 





game is enjoyable, though its 
addictiveness can't last indefini- 
tely. The price might be a bittoo 
fugh, but its a good game, and 
quite fun too. “ 


O“ What a neat game! Given the 
Spectrums limitations, Alligata 
have produced a very reason- 
able show jumping game with 
quite distinct animation for the 
orse, although | found it a bit 
tricky to cope with the accuracy 
needed when turning the horse. 
The beast keeps on going in 
your selected direction at & con- 
stant speed until you slow it 
down or it bumps into some- 
thing — which may be the way 
showjumpers behave, but not 
having ridden a horse ... Obvi- 
ously this game will appeal to 
horse fans everywhere but most 
le should have a fair bit of 
nwith it — especially if there's 
of you competing 
against each other. " 


COMMENTS 


Control keys: definable 
Joystick: Kempston, Cursor 





E kia | Keyboard play: responsive 


Use of colour: tidily done 
Graphics: detailed animation 
Sound: good tune at beginning, 
otherwise minimal effects 
Skill levels: two 

ns: six different courses 
General rating: A very worthy 
show jumping simulation 
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A * et 
Not much of a song title, but that's what the 128's sound c 


Meanwhile, our resident Musical ex | 
managed to take a look at the capabilities ofthe sound | 


-89 


JON BATES 


chip nestling within the 128 machine. Next month he 
should be able to report back on the MIDI interface — 


Sinclair Research couldn't get 


a lead together for Jon 


in time for this issue, and he didn't fancy dabbing 
round inside the computer with a soldering iron. t's 
the only Spectrum 128 we have and Simon Goodwin 
hasn't had a go on it for TECH TIPS yet... 


Not before time, Sinclair has 
included à sound chip in one of 
his computers. Clive and the 
boys opted for the well tried and 
tested General Instrument Chip: 
the AY-3-8821A. The chip in 
itself has three variábie frequ- 
ency tone generators, one var- 
iable noise generator, one en- 
velope waveform generator and 
three volume level control cir- 
cuits. The 128 comes complete 
with a set of instructions that 
make it pretty easy to program 
from a musical point of view, 

As explained in our first quick 
look at the 128 by Franco the 
Frey, music is created in the 
form of a sound strings. À LET 
statement enables a sound str- 
ing to be set up. The string not 
onty names the notes and their 
octave but also contains inform- 
ation as to the length of of each 
note by prefixing a number. Any 
one, or all three strings can 
performed by using a PLAY 
command. H you've brushed up 
on the old crochets and quavers 
notation, this system presents 
no problems, but | have visions 
of would-be Vangeli (Vangel- 
ises?) sat in front of their shiny 
new computers with the Sinclair 
conversion table in one hand 
and a book on music theory in 
the other. | 

The range of notes available is 
good, covering a seven octaves 
range. Someone had the fore- 
Sight to overlap the octaves: the 
same note appears in the upper 
part of one range and the lower 
part of another. This saves lots 
Of messing about, as most tunes 
cover more than one octave. The 
upper octave is set by capital 
letters C-B and the lower by c-b. 
Sharps and flats are achieved 
& and £, rests by & The actual 
duration of each note is specific, 
and the system has been com- 
prehensively thought out. 

The music defaults to the 
average speed of 120 beats per 
minute but changes in the speed 
of playback from 60-240 bpm 
can be specified on channel A. 
Each or all of the three channels 
of sound can be replaced with 
channels of noise. À command 
M followed by a number that is 
the sum of the required chan- 
nels will give you any combin- 
li les and aço E 

| phrase can be repeated. 
Using ai a phrase can be re- 
peated once, using )) it will 
repeat indefinitely, only stopp- 
ing on the command H. When 
composing, | found the best bet 
was to use the repeated phrase 
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for a bass pattern, perhaps, 
putting the H command at the 
end of the metody line. It would 
have been far more useful if the 


a number of repeats could be | 


specified — thus giving the 
possibility of more complex 
music. 

The “envelope” is a volume 
shaper for either notes orsound, 
and the eight sound shapes give 
a reasonable variety of effects. 


The speed of the effect — that is | 


the rate of change — is very 


precisely controlled from O to 


65535 (perhaps a little too pre- 
cisely!), The volume for each 
channel can be set from O (offjto 
15 (full on), although anything 
below 10 is not too effective. 


Generally, the sound capabil- | 


iby of the new machine is basic 
but a big improvement over the 
beeps of its 18 and 48K cousins. 
Untortunately, the Ryo is 
aimed at the musical 

and is therefore not so good for 
the amateur or inept. 

The AY-3-8912A chip suffers 
from a lack of tonal variety, and | 
am surprised that Sinclair chose 
to use it. After all, it has been 
around a long time and this 
could have been an opportunity 
to use a better form of sound 

engration. Still there we are. | 
look forward to programs that 
will sidestep the PLAY comm- 
and and address the chip dir- 
ectly, but until then, hera's a 
short program that renders a 
passable version of Ghostbust- 
ers by way of illustration. Next 
month Vil look at the 128's MIDI 
capabilities — just as soon as 
Rr send us a connected 
ead. 


a | GHOSTBUSTERS 
The Jon Bates Short Version copyright 1986 


10 LET a$ = “M14UX400W0ÔN1C))" 


y Iiterate | 


ipeline? Can we expect some 
ames for the 128 in the near future? 
onders the industry's reaction to the 


= fe goma => 


ha 
Ens 


20 LET b$ = “M1405N9&838:1CC3ECDSb5& | “PE 


&icccc3$bD5C))" 


30 LET cê = “M1403NIc&c&Sceg&$b&SD | abi for tho 


&t8&t&))r 


| 40 PLAY a$,b$,c$ 
| The Zeros in this listing have a slash through them, 


while the letter 'O" does not — just in case you have 


problems! 
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A little different, this wordsearch puzzle — you You see, I'm not goi ) i j 
didn tthink your faithful Comps Minion would make look for in this E dota a ln rp med 
nu life too easy when such whizzo prizes are on find them for yourself. Hidden away in this jumble of 
er, now did you? letters are the names of lots of CRASH type peoples 
> whose names crop up in the magazine regularly. 
You've got to find them all to stand a chance of 
walking off with the 128 machine - and ['m not even 
pon to tell you how names I've hidden away (Hee! 


Get your entries in to the 128 COMP at CRASH 
Towers before the deadline, and mark the number of — 
names you discovered in the square on the back of 
your envelope. Best of luck! 
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Thrill to the secrets of the 
mystical 
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Expand your intellect widthways! 


There's no need to be a software wimp. Just a few short 
weeks after participating in the CRASH twelve month 
programme of Softwareology you could become the envy of 
your friends, learning about all the latest and bestest 
opectrum games releases before they do. All you need is the 
| power derived from a MYSTICAL SUBSCRIBER NUMBER 

Literally thousands of satisfied customers derive monthly 
benefit from owning a MYSTICAL SUBSCRIBER NUMBER 
which brings joy and radiance to their countenances for a 
whole year. Soon, you could be amongst them. 

Confound your enemies who still stump down to their 
newsagent every month to get their copy of CRASH — your 
MYSTICAL SUBSCRIBER NUMBER will cause a copy of the 
magazine to pop through vou letterbox once a month! 
Receive CRASH days before your enemies, and fearlessly say 
“Hah! | already know that” to their faces when they tell you 

which games are CRASH Smashes each month. 
|. The CRASH Course of Softwareology, initiated by your 

MYSTICAL SUBSCRIBER NUMBER is available in twelve 
monthly installments, cunningly disguised as apparently 
innocuous copies of CRASH Magazine. Each and every copy 
of the magazine contains lots of competitions, game 
reviews, news and views on the Spectrum Software Scene, 
tips and hints on gameplay, game reviews, features on 
programmers and software houses, Oli bugs, game reviews 
— ooh! lots and lots of things. You can expect well over one 
hundred pages — yes, that's WELL OVER ONE HUNDRED 







“Oh. and be a dear 


9 Will! you and fill in the form below, not 
forgetting your post code. Don't forget to choose which issue 
of LRASH you want your MYSTICAL SUBSCRIBER NUMBER 
to begin work on — it takes a few weeks to process your 
MYSTICAL NUMBERS you know” 


mina Ma a a «cc» POSTCODE ............... 


PLEASE MAKE MY MYSTICAL SUBSCRIBER NUMBER 
START WITH ISSUE : 


? Remi 
Take no gyp from S 





Tt 


PAGES — of interesting things to read every month. And lots 
of them will be printed in pretty colours, too. 

For the piffling sum of £15.00 H you live in mainland Britain, 
youtoo can become the owner of a personalised MYSTICAL 


SUBSCRIBER NUMBER and a member of an elite amongst | 


Spectrum game players, capable of claiming discounts on 
games ordered from Auntie Agqgie at CRASH Mail order. All 
ou have to do is quote your MYSTICAL SUBSCRIBER 
UMBER with your written orders and Aggie will let You 
have 50p off each individual game you're ord ering that costs 
more than £5.00. (The MYSTICAL SUBSCRIBER NUMBER is 
not powerful enough to obtain extra discount on general 
reader offers, or on programs that cost less than a blue one... 
you cant have everything.) 


H you want to become a member of the powerful sect of | 


people who possess MYSTICAL SUBSCRIBER NUMBERS 
whizz a cheque or postal order for £ 15.00 if you live in the UK 
or £22.0D if you are a European person to Guru Denise, 
Mistress of the MYSTICAL SUBSCRIBER NUMBER. Her 
cover address is CRASH Subscriptions, PO Box 10, Ludlow, 
Shropshire, SY8 1DB, so write to her there. 

f you live outside Europe, it's best to drop Guru Denise a 
ling, so she can work out how much it costs to prepare your 


personalised MYSTICAL SUBSCRIBER NUMBER that will | 


cause twelve consecutive issues of CRASH to wing their E 
to you by magic. 











Guru Denise | 
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Ive said it in the past (and it's always true) that I've received a ton of 
letters, but this month has passed all expectations! Before settling 
down to sorting everything out | had typed in over 11,000 words 
| Without any replies (the usual FORUM runs to approximately 6,500 
including my replies)! The reason lies in the torrent of letters about 


tha December CRASH cover (Friday the 


Fath-and the Christmas 


apecial issue. This month, however, most letters are concerned 
with the December backlash rather than directly with the cover and 
Domark advert. There have been so many that I'm afraid I've been 
forced to edit them severely down to the salient [look it up) points, 
so sorry if your entire missive has been shortened. Before diving 
into the December back-backlash, here's a very serious letter from 
fellow joumalist Tony Bridge (adventure columnist for Papular 
Computing Weekly), who has some hard things to say about the 


Christmas Special. 


TEMPORARILY 
 DISGUSTED 


Dear Lloyd, 
Throughout this letter, please 
disregard the fact that | write for 
another magazine, Popular 
Computing Weekly — |'m a 
'spare-time' journalist and as 
such, am a member ofthe great 
CRASH-reading public. | have 
absolutely nothing to do with 
the administration or editorial 
policies of the magazine: in 
short, | am not acting as a 
representativo of PCW. The 
following remarks come from a 
temporarily disgusted (though 
not nm disgruntied) reader. 

CRASH is the one magazine 
that | will buy, sight unseen and 
with no lengthy investigation of 
the contents at the bookstanad. 
The Xmas Special", theretora, 
even with an asking price 
inflated by more than 100%, was 
too good to resist. Às an extra 
issue, between the December 85 
and the January 86, it seemed a 
good, if expensive, Christmas 
presentto myself. Of course, 
there was page after page of 
adverts-— only to be expected — 
but neverthetess, there were a 
few reviews anda short story, an 
overview of 85 by yourself, and 
Several pages of Brewster: all in 
all, 2 g00d bonus for the end of 
the year. 

How naive | was! Itwasn't 
until the February issue 
| appeared that | realised how |, 
| along with every other poor 
innocent reader, had been 
duped by Newsfield: there will 
be others, more worldly perhaps 
than |, who would not have been 








taken in by your cynical 
manipulation. 

Let me explain; £1.95 is a hell 
ofa lot of money to spendona 
monthly magazine [how kids 
managed to rationalise the 
outiay | don't know). CRASH, as 
I've said, is uniformly excellent, 
and well worth the usual 95p — 
anda bonus Christmas issue 


would have been welcome, and! 


would have been glad to pay a 
lttte extra for the work that 
would obvioushy have been put 
into the issue by the staff of the 
magazine. But strewth, Guv, this 
was a regular monthhy edition! 
Before my eyes gave way, | 
analysed as such as | could be 
bothered of the difference 
between this "Special issue and 
a typical “normal” issue, the 
December one in fact. Your own 
overview of the vear's 
happenings was an extra 
feature, as was the two-page 
short story (excellent, more of 
those wouldn't go amiss): but 
apart from these, it was more of 
the same — or, rather, less of 
some things and more ofothers. 
Ads, for example: December's 
170 pages contained 62 
tuli-page colour ads (| couldn't 
face counting the littlé black and 
whites scattered all round the 
ptace) — “Xmas Special", 78 
colour ads in 194 À asc Well, 
it's Christmas an 
understandable that software 
houses should want to advertise 
their seasonal goodies. 
Competitions: Chrissy must be 
the season for competitions, as 
we were offered 14 against the 
measly 4 in December's issue. 
The games reviewed,as indexed 
in the December issue, totalled 
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23: this figure rose to 25 in the 
opecial”. And Robin Candy was 


pages of-a map) rather than the 
previous issue's 4 (OK, 2 and 
two halves!), That's the 'more'; 
but there were only 3 pages of 
Forum in the 'Special' against 
"the 10 of December. Derek 
' Brewster came off lighthy, with 8 
proce rather than the 9 of 
| mber. Editorial suffered a 
little, the total in the “Special! 
being 92, against the December 
issue tally of 95 (I've included 
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bia here, such as 
Winner's Pages etc), Oh, | nearly | 
forgot the huge double-sided 
poster: on its way to the dustbin, 
it fluttered open to reveal an old 
CRASH cover, | didn't see the 
other side, still, itprobably came 
in handy to someone and was a 
Donus, after all. 

Em sorry to bore you with all 
these figures, but they are not 
irrelevant to the argument. 
Looking at the Special, itseems 
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thatthere area lotmore adverts, 
atthe expense of just about 
everything else — editorial 
content is way down. To the 
customer, itwould seem that he 
or she is paying E 1.95 for more 
ads, more competitions, just a 
couple more reviews and less of 
everything else. |was amazed to 
learn, some months ago, that 
magazines can actually be given 
away, as itis the advertising 
revenue alone (ie, the number of 
advertisers that can be ' 
persuaded to buy space in the 
mag) that dictates the size of the 
magazine, not subscriptions; 
newsstand sales and so on. 
Another interesting fact that 
may not be immediately 
apparent (though it would be 
atter just à few second's 
thought), is that competitions 
are just another form of 
advertising — the prizes gre 
offered, free of charge to the 
magazine by the company 
involved, 

Why, then the infiated cover 
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price of the “Special? During the 
same period, Newsfield 
published ZZAP! at just 30p 
more than usual (several more 
pages and quite a few prizes) 
andAMTIX! atthe same price às 
the previous issue (quite 
coincidentally, its close rival in 
the market place, Amstrad 
Action, also kept its cover price 
the same: hmmm). As I've 
pointed out, it is advertising 
revenue alone that dictates a 
magazine's size and profitability 
and not the cover price — and | 
believe that Newsfield's pricing 
structure over the Christmas 
period has been cynical and 
uncaring of those readers (like 
me| who have supported 
CRASH from its beginnings as a 
Mail Order Catalogue. There's 
obyviously no need for such a 
huge price hike — £1,50 might 
just have been in keeping with 


| the seasonal spirit, but 100% 


plus... ? Such a crass and 
obvious manoeuvre still lgaves 
me, after four weeks of 


pondering about it, bewilderad 
and shaking with 
disappointment. | shall continue 
to buy CRASH as | believe it is 
still one ofthe best computer 
magazines available, but | can't 
ever again find it credible in 
serving the interests of the 
reader. 

Tony Bridge, Langley, Berks 


As you say, Tony, hramm. 
Before going into depth, may | 
say that ve had lots of letters 
with kind things to say about the 
Special — more, probabiy, than 
those complaining. Okay, 
honesty time. I've been around 
CRASH long enough to know 
bom it all ticks, so ! think Ni be 
speaking for most people 
working at Newsfield. First of 
there were some of us here, 
myself included, who felt the 


price hike was far too severe [the | 
| previous Christmas issue was 


£1.25 at the same size). 
However, as á fournalist, you 
must know that decisions as to 


| size and contents ofany mag are 


taken far ahead of the actuality 
of putting it together, and all | 
can say in our collective defence 
is that we thought there would 
be far more editorial than there 
was. Why? Well for one, more 
advertising than expected was 
booked, but most importantiy 
far less software was released in 
time than expected. In 
February's ISSUE WE Were 
swampeo by the late Xmas 
releases to the point where there 
wasn'ttime, letalone space to fit 
tin. 

Now an important pot is that 
CRASH is fixed at a maximum 
possible 196 pages [excluding 
any loose leaf insertions like the 
poster). After this number of 


| pages the mag would have to be 


perfect bound” — the sort with 
the giued, Hat spine, This is 
supposed to be prestigious, but 
the process costs a lot of money, 
Worse — JÉ ruins 2-page spreads 
because you can't see allofthe 
centre area of the pages, and 
worst — you wouldn't be able to 
put itin your binder, 

Four editorial/adverts 
analysis shows an improvement 
ofonty 8 pages over the 
December issue, although the 
poster did add another 16. On 
this score, Fm sorry you 
disapproved. Over the many 
months since CRASH No, 
we've received countless 
requests for the coverto he used 
as a poster, and [think many 
readers found it excellent. 

To your point about free mags 
paid for by advertising, | can tell 
vou that to date there hasn't 
been a single issue of CRASH 
where the advertising revenue 
Would have paid for the mag and 
allowed us to give it away like à 
freesheet. There simply aren't 
the magnitude of advertisers in 
this business to support us that 
way. ds far as [am aware, 
Amstrad Action did raise the 
price of its Christmas Special — 
there was no “price rigging' 
going on there between the two 
publishers, | assure you! 

To sum up, ! think we all did 
our best to provide a good value 
issue for Christmas, we were 
siightly defeated by the 
availabie material for review, 
and E think we all agree that the 
cover price was set far too high 
at an early date. Asa 
consequence of our collective 
feelings, there has been a 
significant attempt to return the 
cost to readers. The Feb issue 
was packed and for the firsttime 
there was colour on every 
editorial page. Now with this 
CHASH there is the 24-page 
Robin Candy Supplement 
Special which is efectively a 
free presentto the reader. These 
moves may not make full 
compensation to those, like 
yourself, who felt ripped off, but 
hope itshows that Newsfield IS 
crediblie in serving the interests 
of the reader. 

LM 

















| Dear Lióva, 
After reading through issue 25 
of CRASH, | noticed a letter by: 
Mellany Robinson of Su Prey 
saying thata lot of the covers of 
"have great sexual 
overtones. 

There is only one word | can 
think of that sums her letter up 
— BULL *+***. Before she wrote 
to you | bet she never thought 
about the “great sexual 
overtones' in TV 
advertisements, or whether her 
family gets The Sun or The Star 
| who have famous page 
| numbers we all know) and 
| whether her nine year old 
brother looks at these. | 

| She also states that '| also 

don't see what skimply clad 
women have to do with 

| computers”, well, what does a 
man wearing black and doin 
various stunts have to do wi 
Milk Tray? 

| Karl Bullimore, Lincoln 


The outraged parents who 
wrote to you have a valid point 
but | urge them to think further. IF 
| they are concerned about the 
influence the media has on their 
| kids they should examina more 
than a magazine's front cover. 
Children of all ages can 
experience rd and horror 
just by watching 
programmes e M Masters of the 
Universe through to Knight 
Rider and the 4 Team all of 
which depict scenes of over the 
to violence. 
is however does notexcuse 
your magazine from being 
insensitive, By publishing 
material that is in bad taste 
CRASH is adding to a bad 
situation and Domark should be 
lobbied not to produce games 
like 13th. ltmay be a “bit of fun" 
but the connotations of such 
material may be far reaching. 
Martin Wright, Chigwell, Essex 


As an old crinkby of 33 witha tad' 
| 9f nearly 10 | must take to task C 
| Hayes inyour last issue. My 'lad' 
found neither the cover or said 
Es fui eningand horrible'. 
o doubt E Hayes and his/her 
pres majority would say 'Ah 
ves, but he's been broughtup on 
adietof TV violence and video 
nasties' — not so!, we very 
rarely watch TV except for 
childrens, sports, and family 
entertainment programmes and 
we don't possess a video 
recorder. 
€ Hayes goes on to mention 
that he/she works for a 
"NATIONAL NEWSPAPER — 
wow! considering that 90% (a 
CRASH Smash?) of these 
bastions of good taste printin 
one day aa inda pon 
muck raking, pictures of topless 
irls, death and distress, than 
BRASH could print in 100 years 
he/she has got more front than 
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Samantha Fox!!! Isuggestthat [| reflect an angry minority who 
| C Hayes gets his/her own house | think they should hide their 
in order before critising others, | children from nasty pictures that | 


| stop their children watching 
| programmes like the A Tesm, 










have the remotest chance of 
warping their minds. From my 
own experience of school life 
PR Tinker (Mr), Sutton, Surrey | their minds will be warped by 
PS | personally have older children anyway. 
encouraged 2 friends to buy |hope you continue your 
CRASH and when [ asked my service as itis. Nothin na is puke 
newsagent to send back his making about a CRASH cover. 

NATIONAL NEWSPAPERS' his | James Swinbum, The Rectory, 
answer was unprintabie in Churchstanton, Somerset. 
CRASH, but fine for any Daily! | 

Three of the letters were from 


| don't suppose many parents parents and the other one was 
from a sister. The actual children 
didin'twrite in to complain did 





and lets face it, itwas all in fun 
anyway and we all need plenty 
of that in our lives. 




















which Hhink you wouldagree, is | they because in my own vie | 
a lot more violent than a picture. | the kids probably liked the cover 
Enough said. and the parents complain 





because they think it is Dripina 
degrading and not fitfor their Pt Nest] cipa lins, 
childrens' eyes. (This also | a MARK come to via 

applies to the so called o | p p E 

Enpuia CÓvers as Elsieo Hthink o é HR IST 
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par « Erdington, 







Most of'the letters printed (re; 
the Deçember CRASH] seem to 
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the cover isn't horrific at all and 
after all it's only a picture. The | 
| covers are essa and 1 - 
aren't stupid like some other a | Tr the bunch. What is it? The 
| magazines, which will remain TOO ORIGINAL answer — | don't know! Butl do 
nameless. | FOR THEIR OWIV know that this unknown factor is 
The other po nt which was | what each of these games ha: 
mentioned Poppins GOOD and will from hereon, be know 
about the advert on page 39. The EE The K- Factor (after me, 
ad is suitable forthe game inmy Aslighth ti Keith h Cra sure you will agree. 
View because the game is based | starneo off with Fon y thal wita ! | have saio IS true * ta 
Om ã cert. 18 film and an advert Fo E Biter, ano iNheémn ment da Rea lacks LN K- Factor HR acks 
| with poncy pictures on would into the Domark back-backiash, impact 
look dart. So all you path atié tmeant pushing the letterofthe sn Lit brilhiant o E games ' 
4. sua PEA n » Furhar hash ; o getting better ana-better in such 
parents out there leave CRASH ; A Hurther Dack in ' m 4 doftime Yaurdar' 
alone and go back to arguing colu; fa e Ortime. You don 


e iahboi re itis à backto the early days 
pd é bfield, É: Rr: WYorl enó iá O FRmake COmparisons in 


programming skills — compare 
Dear Llovd, this years games with last 
Boy are you a turkey! Idon't know if amvone else has vear's and vou see what | 
In your Forum (Feb CRASH), noticed butthere are certain mean, 
you had a big section on sexual games which are just too Finally, didyou know there is a 
overtones and violence. In this original for their own good. | schoo! over here called Tir Na 
there were many nasty reter to games such as Deus Ex Nog; and just recently a new 
| complaints, some of these you Machina — a game which Jewellery Exporter opened in 
only just managed to wriggle received very good reviews but | ourvillage itselfcalled Tir Na 
| OUt of, and then what to do you never really hit the charts with Nog! 
do? You only go and blow it all any impact. Atthe moment | can Kevin McClearn, Co Down, N 
ing see a number Of other games Ireland 


b ng in an advert for 'THE 
LÊ END OF FECh In Ty opinion are in the 


THE SCANTILY | e 
 DRESSED, SHOULD BE same category, namely Tau Ceti fts nice to see someone who 
| and Gyroscope. tis justa sad Eh hings are getting better! | 







































CENSORED AMAZON WOMEN: | É | getting beti 
which was a load ofbadly drawn fact that pi pres taste Ex) uJes m tg SICK OM the 
rubbish anyway, and a rude games such as these. Personally pas TR brso, Um 

iccy of a naked woman from | VOU cin t buy arry of these ; 
ME You JERKI Gras altho ugh | reco g nise the 4 E, 
onibeat ineviotonce bi saio, | DA 72/61 
| viga dd dita cg le | add h ha ve received ejela dl Es rnitaions of the 

folk Miss could wish to meet, ii What; rm have forced 

lisagree, me and the boys CGaméi Which | eniuvedin the HERTES E EaCh Uia hei Write 

be round to LUDLONW to soriyou arcades ad ado: Fie-ar a new game, and “im sure Sir 
“out. You have been warned) Kung-Fu; games which have Clive never imagined for a 
| Mark (L ofthe Hairstyle) Duncan, captured my attention through moment, the things people 
Z 4 | High Barnes, Sunderland NO magazine ads and reviews — would make his machine do. 

o 2 Sl Nia + Ar VE, K Bi F1, fã F VOtr 

Encouraging thoughts, vou get 


wv all these thus moanth's E20 worth of 














hat games would | buy?..., Dr rimers to supercede 
















| Sorde CF 

P | Iwas disgusted at the issue 23! is 

à COvEBr. Yes was disgusted that among others. 

this cover drawi ng was not games are original in their own software of yourchoice, on its 

| made into a full size Oli er! way but they have another Mr 

What, lhear vou say. Vve factor which sets them above LM 

thought that the cover in 

| | question was an excellent piece 

| | ofwork by Oli, and people who 

— vd | despised it must be soft in the 

nd | head or something. | didn't 


eleerayectumeanos | MUTANTE TT NTAVZ ETR 
comedy and jokes magazine. 

This is the enpression E otafter | 

reading the letters on THAT MAKE THE MOST OF YOUR MICRODRIVE 

cover in issue 25. Sexual | iádiias 


Overtones' and 'computerized INTERFACE NI 


| sex-Orgies" indeed. The only 
things | agreed with in that | | 

data were your replies, and THE IMPOSSIBLE HAS BEEN DONE 
the fact that RA Barustain said 
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Pes mês rue Lts Panvtaeçtdo remar periprreral quaitl gr arandos every program avaliabio ooo crrainao Fes 


he might be dei fivira as a honda! nat it, DENEvE TLC FADE, FE 5 O MAE Are Leer Dea perco tOfivel bre Sumy 

'reactionary o! fuddy-duddy. ri Capabhe of bosdiirg ari sir a BAGS Procgram ca Erorisfer ready irado progiaems tos micros 

Quite right Mr Barustain! | | Penna ee 

Fppru Olis artwork, and was €Comnsists of hardware and soh End e a 
fascinated by the On the Cover poltware an microdeies cartridige). corri capri lo 

rofite on him. In fact the Xmas &Transteri gil programs avaliabie on & Transfer can be acrusted mt amy vtage 

| Uliposter was so good, | almost tomicrodrive. itapema pipa 

bought two issues, just so | | O Vary, very. easy to une, [Clive can CAM prograsa reLOAD aa 
could hang up both sides of the E Da na jp | transterred, tm 
mad * Programe wiNreLOAD independentiy 

in Hall, Wehwyn, Herts 


1F TOU HAVE A MICRODERIVE TOU MUST HAVE INTERFACE ni! 















| Okay, ! think that's all there's NLY ET9.9 .P&P 
| room for on this subject! Thank da efe 
vou to everyone who felt | 
compelled to write in defence of 
Oliver's artwork — he was. 
beginning to wonder whether to 
| E exite! 
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How did this 
overall? Hovchd 


Have the members of 
CRASH gotshares in Martech? 
Are the CHASH revievwers 
insane? Arewvre talking about the 

ame? Was this review a 
jan form ofcode to help the 
RGB 
Tou ve probably quessed the 
game. res IPs Zoies.Ifindita 
E bornoó game. Why did your 
friends at CRASH like itso 
much 
always, | took heed of 
CHASH's advice and spent my 
hard-garmed money on this 
game. After reading my way 
painfulhy through the mass of 
instructions, | loaded the game 
twhuch | found the most exciting 
pari). 


Am | doing something wrong 


in destroyina this “enjovable' 
e? Please tellme how you 
oy the city domes to get the 
neces of Zoidzilla 
Finally, the cassette says that 
the battle begins”. Does this 
mean thaLMartech are going to 
continue the story of the Zolds 
imore money! |? 


N Carter, Hereford 


sat CRASH enjoyed 
act they 


HE thaven't 


eh intend 


FR 


Iquight it tkely, 





SPINIES ON THE 
INCREASE 


Dear Lord Mangram, 
Letme introduce myself, my 
name is Viscount 
Thrumblewiszt PRA. and I'm 
chairman of the world famous 
and rapidiy expanding Spiny 
orman appreciation society. 
Well what's that got to do with a 
computer magazine" you might 
think, well ifyou dig up 
Septermber's 85 issue of CRASH 
and turn to the feature on Odin 
Computer rapina then the 
penny should finally drop. There 
on page 43 displaying a screen 
irom Hobin of the Wood's is our 
Lord and Master himself, that 
Immortal personage Spiny 
Norman. 

Who? | hear you cry, well let 
me fillyou in on his illustrious 
career. Spiny first hit the big 
time when he was signed up lat 
| a record fee for hedgehogs at 

the time) by the BEL to do a 
number Ofcameos inthe current 
hitseries Monty Python's Flying 
| Circus. He then sought fame and 
| fortune across the Atlantic, 
| destined to become a legend on 
the silver screen, films such as, 
A Hedgehog For Al! Seasons, 
and his oscar winning portrayal 





in The Marathon Hedgehog. But 
itwas probably the character, 
The did ado Dbi No Name in 
the classic, A Fisttul Of Lettuce 
Leaves that won him 
international acclaim as a star 
who was here to stay. He also hit 


| the headlines a few years ago 
| when he returned home to pose 


[for an estimated 500,000) for 
the frontcover of the second Not 
The Nine O'Clock News album. 

So reading September's 

SH and seeing our hero 

about to be emblazoned on our 
TV screens in a new computer 
adventure game | waited 
patienthy for the game to hitthe 
shops, bought it, loaded it and 
played it, and played it with no 
sign of Spiny anywhere. Then it 
clicked, of course, there must be 
millions of other people in ihe 
same situation as | am, Odin 
never had any intention of 
having Spiry in the game, itwas 
justa cheap and nasty low down 
trick to Dboost the sales up a bit, 


| andifitwasn'tthe fact that the 


game |5 very go0d ['d probably 
sue the **** out ofthem. 
Yours slightly fumingly, 
Viscount Thrumblewiszt (A K.A. 
Chris Brovme), Chilwell, Notts 


| PS Anyone wishing to join the 
- Spiny Norman Appreciation 


Society can do so by sending me 
a used 10 note and in return they 
shall receive a thank you note, 


Last month | was threatened by 
an irate reader who intended 
setting his ferocious hedgehogs 
onto me, and now this. Um sure 
Odin had every intention of 
starring the spiny wonder, but at 
00,000 per appearance the 
game would have been far too 


| Expensive tao market. I've just 


discovered, talking about the 
Spiny insectivorous quadruped, 


| that a retired Major ving in 


Ludiow actually has a hedgehog 
society, you know the sort of 
thing, where they go round 
building hedgehog walkways 
over cattle grids and tunneis 
under roads. There's also a 
computer society, which says a 
lot about our cosmopolitan 
fisnndes up here in the sticks, 


LOVE AND KISSES 
TO AGGIE 


Dear Lloyd, 
Lamawriting to you about that 


| asa zada of Crash Tower's the 
one and only Aunty Aggie who 


Is a creditto this great magazine. 
| think she is justgreat, she is the 


| mailbag master the lovely letter 


lady who sends all your reader's 
this great magazine and also 
sends out prizes and goodies 
not to mention alithe twenty 
quids worth of games to the 
writers of star letters, and who 
do you think gets the credit, Mr 
Lloyd Mangram the popular big 
spender, well | think its time 
good old Aggie got some fame 
and fortuneand should have her 
photo printed clearly at the top 
of Mr Lloyd (Credit Stealer) 





Mangram's name on the letters 


pages. 
“Mind you think Aunty Aggie 
is really Lloyd Mangram's 
excuse for all the problems with 
the output of CRASH. 

E Iwin twenty quid's worth of 
software [Il forgive you Lloyd. 
rir tag “Pl ab Feltham, 

X 


What output problems?! Let me 
tel! you this, Matthew, without 
me writing marvellous answers 
to fetters and encouraging you 
to write back, Aggie woulon't 
have anyone to send goodies to 
E the first place. 


GO HANG 
YOURSELF, LLOYD 


Dear Lloyd, 
Iwas very pleased to see the 


| picture you printed of the Lunar 


Jetman trailer. | found the trailer 
myself, but nobody | told would 
ever beliave me! Now all you 
can say is Gosh”. 

What about a full cringing 
apology to all the people you put 
down and a couple of weeks on 
the Ludiow gibbet, atthe very 
least? 


IM Fletcher, Gloucester 


Gosh. ! know. isp't it amazing 
What an intrepid reader can do 
nothi some imagination and a 
good art utility, 





month. 


this form. 
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Please place me a regular monthly order for 


ester inia 
Ácidress [OR O O O O O O O O O O O O OT OT E O O O O RN O O RO RR 


todos arraia 


tinto E 


ing is published in the middle of every 
by Newsfield Ltd, 1-2 King Street, Ludiow, 
Shropshire 5Y8 14Q, Tel: 0584 5851, and distributed to the 

de JMAG (08954 44055), Please check with 
pis publishers if you have any difficulties in obtaining 


JUSTA QUICKIE 


' Dear Lloyd, 


| think Design Design are 


| wonderful, 
| Ruddi Martin, Aberlour, 


Banfishire 

PS Canlhave Robin ofthe Wood 
and Tau Ceati for the shortest 
letter mentioning Design 
Design? 


No you can't. 


Ah well, allgood things must 
come to an end. Time to put the 
cracking leather casing back on 
my humpy Hermes typewriter 


to ensure that the ever 
inquisítive fingers of a younger 
generation brought up on word 
processors don't pry and poke 
into fts inner mysteries (Candy 
take note), and time to leap 
aboard the trusty Mangram five 
speed racer to hurtle back up 
into the hills and my small, cosy 
cottage. [Hlbe back with more 
letters next month, in the 
meantime write to LLOYD 
MANGRAM, CRASH FORUM, 
PO BOX 10, LUDLOW, 
SHROPSHIRE S5Y8 1DB, 





ENSURE YOUR REGULAR | 
COPY OF CRASH 


When a magazine is rising in circulation as rapidly as 
CRASH is doing it tends to sell out immediately and you 
may exgroriorios difficulty in obtaining your copy every 

h. 50 the best thing to do is place a regular order with 
a newsagent, which you can do by handing him 


eunnma asa 


a 


Lanna nos ds co a 
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REPLYING TO “MR | sentiments (CRASH Feb issue) Iwould only like to add that 










untilwe have shipped the 










ANG RY' regarding pre-release since Swords and Sorcery we product. There have been times, 
| advertising and understand how | have not advertised any product | not least during the Swords and 
| a So frustrating itmustbe nottobe | until ithas been finished. Sorcery development days, 
Nepiying to Mr Angry'(Feb able to buy the games as soon as The point in his letter | dotake | when it was very tempting to 
issue ChASMl andhis they are advertised, Ithinkyour | exception to is his suggestion cash ali those lovely cheques to 
ip pi pad answer covers the issue that we are “morally and ease cash flow, but not once did 
houses advertise toa early to relatively well. |would only add | ethically wrong in taking we do it. So please Mr Angry, get 
make a quick kill here is a letter | that Ibethedoesn'tfindithalfas | customers' cash for an your facts right before going to 
from Gary Mays ofPSS... trustrating as | do when | sesall | unfinished game. Mr Angry has | print— Fou probably don't 
| that advertising expenditure obviously never bought a game | realisathe damage you can 
Dear Lloyd, disappearing from our bank mail order from PSS orhe would | cause by spreading 
Wihilst | wholeheartedly : balance and no product in the realise that we NEVER cash a mis-information in à magazine 
sympathise with mr. Angry's shops! cheque or process a creditcard | as widely read as CRASH. 
| = | — | Gary Mays, Managing Director, 
7 Coventry 
REMEMBER THE 
you mino, EM NOT 50] |. MICRODRIVER 
suRE THIS LETTER 
ANSINERING 15 À GODD Dear Lloyd, 


Larmwriting to you to make a few 
laa's — not to you in particular, 
utto people who probably read 

your magazines, to software 

houses, and to a member of the 

CRASH team. 

First off, a plea to software 
companies tó ask them to do 

ing for us poor 

microdrive owners. We (the 
microdrive owners) bought the 
little machines with the 
intention of using them to load 
our favourite programs very 
quickly, but because the drives 
need careful programming, itis 
very difficult if not impossible to 
transfer the majority of 
programs. só please, software 
companies, put a save to 
microdrive option in your 
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programs, or even offer a 

DROP & Service where people can send 
| “pi ina blank cartridge to the 
e) software house which will 






record the program required on 
x 


| realise the question of piracy 
is broughitto mind, but | feel sure 
that proógrammers can combat 
this and produce an un- 
copyable transfer on cartridge. 

My pisa 15 to vou, or another 
member of the CRASH writing 
team. Someone could have a 
column every month which 
gives details of how to transfer 
certain lar programs onto 
the microdrives (perhaps Robin 
Candy could expand his pokes 
and playing tips section to 
nos rate such routines.) 


1ony Hurst, 
Workington, Comba 


isa good point — the potential 
of the microdrive is sadly 
unrecognised by software 
houses in general, However, 
nearty any program can be put 
onto microdrive by using one of | 
the utilities which so many 
software houses want to see 
banned from advertising, As has 
been said before, while software 
houses fail to satisfy their 
Customers" needs in this matter | 
the tape to microdrive utilities 
are important. Ifyou took in 
most issues of CRASH, John, 
you will seg adverts for transfer 
utilities and Robin Candy dio 
review a selection some months 
ERR (Not? June 85, page 92) 





ANO THERE SHOULDINT GE 50) 
MUCH NEXT 










2 


— COMPLANTS ABodT Ma 
o MREN RoBeRTS! e 












46 CRASH April 1986 











A GREAT SEQUEL 


Das El | loya, 
| recenty bought Ultimate” 
excellent É esco was te old E 
the shop, kg | ist like 
Nightsh cdi UI 1 pi ai rt H | 
thought y esitdoes, butthere'sa 
game In the e this tin 18. | played 
it tor 2 weeks solid and Um still 
completely hooked, Anvivay, 
Em sure you've had th ousands 
yingit'scrap, exactly 
age! People who 
vúfite gd sortofle tters need 
snooting mith a very big gun! 
mean OK it Ipoks like 
Nighishade, but the game itself 
Eis totally different and fun to 


play, Just going round shooting | 


citizens às fun itseM! But the 
shoot out scene is amazing! &o 
stop getting at Ultimate, plenty 
nfother companies use graphic 
ideas from their previous games 
too, Gargovie for example. 
Ultimate have also made more 
breakthroughs for the Spectrum 
too, just think what they could 
do with the 128] So stop singling 
outUltimate and getting at À 
them, remember the Spectrum 
wouldn't be the same without 
them. 


lan Bell, Yeadon, Leeds 


Oodoly enough, haven tseeon 
ia tm no letters comp la nit 
Sa ç arg Je d about Knight 
nd Alien 8 [sap 'odaly' 
adimit HE al | , Fa T 
hr Iwould, E Fa 


Gun dão an improv ed [ef me 
UBOM Nights hade. 





HELP FOR THE 
SKINT PINK 


Dear Lloyd, 
In io! to John Decimer's and 
CR WISOC's letters in issue 
25, Idon'tagree with them. They 
say that software companies 
should not advertise games 
yonks before they actually 
| market the game. | totally 
disagree with this. For example 
when | saw Rambo advertised | 
thought, great I'm gonna getit, 


onhy trouble was | was skint pink, | 


so | started to save, and by the 


time Lhad accumulated the sum | 


of 7,95 Rambo had just 
appeared in the shops. 
he fact is they advertise 

vonks before the market E esdlos 
lo let CAWASOC (CRASH 
readers who are short of cash) 
have time to save money before 
the game is published. I'm sure 
wads of CRASH readers would 
agree with me. Às for the Great 
Space Race saga, | bought the 
game and was pleased with itso 
| wWer nev 
Wayne Birch, Caistor, Lines 


Well it's a novel interpretation, 
Wayne, and who knows, you 





may just be right too, although 
Fm dubious about your 
crecybility in enjoying GSR! Still 
Eee! to their oven, | alwavs say. 


UNCRACKED 
NUTS 


Dear Sir, 
On 11/2/85 | ordered Nutoraka 
from Software Projects. wrote 
again one and a half months 
later to ask why | had not 
received the game, and the only 
dqatd | got was an envelope full 
of photocopied adverts for their 
ames. Since then, all my letters 
ave been ignored, and my 
cheque cashed. | have 
threatened legal action, but 
even this has failed to make 
Software Projects do anything. | 
am therefore writing to you to 
see ifyou can do anything about 
this. Às you have carried 
advertisements from Software 
Projects in the past for this 
game, | feelthatyou should 
check that games advertised are 
actually available or at least 
written before publishing 
advertisements. 
John Yeates, St Clement, Jersey 


Well Nutcraka was certainly 
around and available at the time 
we reviewed it. | can only 
assume that something or 
someone has sipped up at 
Software Projects in processing 
your order and in responding to 


your compigints. Anyone at Soft 


Tea able to help, please? 


IS THIS A 
RECORD? 
Dear CRASH, 


| prata bei À 
rst 


hereby claim tó be the 
reader to own a 
Spectrum 12Bin Britain. | 
bought it on Satur E Tata 


do at9,42 am, Can anyone 
beat this 


| did also like to know how 
128 games will be reviewed im 
for future issues. do 
y be reviswed along side 
other or will the agasis 
bs split in to two sections, 48K 
and 128K? 
Either way, withthe 
gamer ence df the 128 it ensures 
that will continue to run 
successfully, and long may it 


Andrew Page, Shirley w 


A policy on how 128 games will 
De revicwed hasn't yet been 
firmed up, eme Rida: ve to the 
time Graeme ep ea in the 
broom closet pi forthe 
comps mimon, but [expect we'll 
get round to it someday 1 in QuE 
Er endesring fashion! 





SPECTRUM 
IN MANCHESTER 


ONE OF THE BIGGEST 
*RANGES OF SOFTWARE 
IN AND AROUND 
MANCHESTER 


S..PLUS..PLUS.. PLUS. PLU 


100"s 
OF TITLES!! 


JOYSTICKS, INTERFACES, LIGHT PENS, 
SPEECH SYNTHESISERS, 


MICRODRIVES, ETC. ETC. ETC... 


LUS.. PLUS. PLUS..PLUS. PLUS..PLUS..PLUS..PLU 


A WIDE RANGE OF SOFTWARE FROM 
WORD PROCESSORS TO GAMES 
ALL GAMES AT BUDGET PRICES: 

AT LEAST SO OFF! 
NOW IS THE TIME TO CALL IN AT: 
| BUDGET 
: RE SOFTWARE 
|WE ARE ES ARES 


51 FENNEL STREET 
| MANCHESTER Má 3DY 


OR TEL: 061-834 2808 
== AUTOMATA U.K. 


Eis, Piman's Software fria em 








“ot by the CE.sT.A. 
“PROGRAM DF THE YEAR" 
A tele-fantasy synchroni asd 
to a stergo soundtrack. 


pacr “SO PACES nel udsal 
a Compi ratio GE T= 
Graphic. adventures! 
MC Arcade qamos! 


Toxt aver ame | 
Etratogy Qames” 
lota pf FAMILY FR 





Piel sem me the Ltmmlmi titkid bolom. 1] 1 CidE 
Fera silo Co AUTOMATA uk Ltd. DO HOR TA, solrseElose a o Di E: 
prices ilnolude VAT A Carriago mithia UK. DOVERSEAS sF1 ESTAR 


"10 PACK” Pe do ka BK Gpec.o retail Bio. MAIL ORDER 

jo BaÉx: Volig: ask Spec. retail £10. MOIL CADER PRICE EA - 
Lo PACK” Val e “om Greer. retail Elo. SIL ORDER PRICE EH To 
a TO JAIL” ectram retail EE. MAIL DEDE BRICE da CT 
DEL E MECHINA O à SPec. apa dl E1S. MAIL ORDER PRICE E 177 
e, Z MOCH EM. Bá E 1 EIS: MAIL DADER PARLÓE fo 
PTIMANTA-Ehe anezmer BSOMI RE shovmiro form PIMENI Mas dorm EI 
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— — O ] dm 


“CCC Eernd a 


PAES Mn, dade O o a q A A TD £ Code 
utamped neif addresaas envelGas For ForERSr asEsÍTe 


CRASH April 1986 47 





CODELESS IN 
LODE RUNNER 


Dear CRASH 
[have bought and 
issue 01 your ma 
write to o ate a sad tale. 
Wihilst ds prima inona 
local local Coop à bin with countiess 
re cassettos, aligoing 
eai | in and managed to 
comê up lh acassette missing 
its inlay and without à price, 
Lode Aid by Software 
Ms dar aço was told | could 
have it for: ea 
As the RRP was: oa 
£3.95 | was well pleased an 
remembered it had sesrópii a 
peoRy favourable review 
Christmas Special 1984/5), 
Once home | loaded the game 
(and: ii id io le may have 
hy what happened 
ei) ani acode hadto be 
entered to start. The reference 
sheets with the codes on was of 
course missing with the inserts. | 
returned to the store first to see 
if the inserts could be found. No 
Luck. was offered a refund but 
did not want this. |rang 
software Projects to be told they 
would not and do not issue 


en joven Every 
e and now 


WHERE'S THE 
ORIGINALITY 
Eco/ [= 


Dear Lloyd, 
How would you like to 
continually receive a string of 
ers written by the same 
le, conce rning the same 
to Toi eo Yo |se6 every time Load 
up a game these days, | feel this 
huge wave ofdeja-vi SwWeep 
 overme.| realise that | have 
exaggerateo a little, as no two 
games are exactly alike, but 
E think of the number of sequels 
and such release d these arado 
Games suc has E Dum Darach 
Marsport, Alien 8, Dragon o E, 
boi: a Wally «He! bert's 
to Skool, JS 
and Monty On The Run should 
refresh your memory. m not 
dispul ing that many of these 
games are excellent, but they 
will not benefit the market, the 
buvers and the producers in the 
long run. | mean, take a look at 
the time that people have taken 
solving the original, and 
compare itwith the time they 
take to solve the sequel. Even 
me, one of the most hapless 
| games piavers ever to grasp a 
joystick can average around half 
the time foras sequel, than ittook 
me tosolve the original. 'm sure 
E that if you look at the letters you 
receive from your readers 
E solving games and co mpare 
them to release dates of said 
games, you will find that | could 
have a Al 
| Suppose that half the blame 
should realhy fall upon the 
CONSUMEr, as we seem to be 
te arful of new and fresh ideas, 
| (wriness Deus Ex Machina), thus 
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software, Can anyo 


replacement code charts. | can 
appreciate the motives behind 
es de but how can | 
do not want to pirate the 
papa lhave never pirated 
ne help? 
After all Lode Runner is an old 
e now. | know l only paid 
Dbutls some people 


hd paid fu ad rice for software 


and su lostor 
damaged the all. mportant 
codes. Or maybe | am unique. 
Anyway thope thisserves asa 
warning to anyone who buys 
software with anti-pirate 
devices — DON'T LOSE YOUR 
LENSLOK! DON'T CHEW YOUR 
CHART! Also make sure thatany 
reduced software contains 
manuals ete — | didn't realise 
tLode Runner was protected this 
nar Hhough | have bought 


Hope you can help and keep 
the pap of F CRASH as high as 
E has been for these two years. 

KJ MicGoldrick, victim of 
circumstance!), Thurmaston, 
Leicester 


That's a very sad tale indeed, 
and a cautionary one. Can 
is help? 


forcing software houses to 
TEvEI Ti Rack to tried, tested ana 


In Tacl, aim sometimes forced 
to believe thatmany new games 
are really old ones wilh extra 
bits tacked on. The main proofof 
this being the development time 
between anoriginalandits 
sequel. Take the Wally series Tor 
an example. After Pyjamarama, 
the others appeared within a 
space of months, and in some 
cases were solved in a space of 
DEEP 

Ah well, I've said all | wanted 
o say, except for, here's hoping 

386 will not be the year of the 
fi ai geo horse. 
S Dass, Hailsham, E Sussex 


Sequeis have always beer, ano 
mil! always rermain, weitf 
successful formula 

every manufacturer looks oi NF, 
because tis oneotthebdes! 
wars of recoupihg development! 
costs. Look al noveis, there are 
Writers of 'popular fiction who 
churn out tens of air Ros E 
identica! books W nA si Ee fal: pfat 
and characte alteratrom: cs 


F = 
the reader enjoys the type. Th | 
trick is to keep the plothines 
exbilio, ! th F) K o O Ei FÊ De Una 7 


rather harsh in sumimi 


industry [HUS 7) 

many ofithe tt 

excellent, and the sequels 

reg ventiv Bette er than the garter 
games, How ever ieertainiy 
agree that there 15 a danger of 
stting original he ught, and 
thatitis often the public who are 
as much to blame as the 
software houses and 

p Rd, ra ArrmErS. 


LM 





| Wron 





LEAVING OCEAN 
SMASHLESS 


Dear Lloyd, 
In 1985 Ocean Software 
pronto eight high quality 
uter ga die otwlich onhy 
peito rankie goes to Hollywood 
received a E ASH Smash. This 
has brought my friends and ito 
the conclusion that the CRASH 
reviewers have putting rt 
mildly) something against 
Úcean. 

This conclusion began to take 
shape in 1984 when the best 
Olympic game ever, Daley 
Fhompson's Decathlon (as ifl 
have to mention the name!) did 
not get a CRASH Smash even 
though at that time it was the 
best game ever to appear on the 
Spectrum. Even more evidence 
of this arose in issue 13 in which 
Match Day, Gift from the Gods 
and Hunchback 2 should ofbeen 
CRASH S&mashed but were not 
for some stupid reason. Later 
that year vou finally gave Ocean 
a Smash tor Frankie but | believe 

ou would not have if Denton 
esigns hadn' programmed it. 

Then in, November along 
came Super Fest which 
although in my opinion was not 
quite às good as Decathlon it 
E id ust as go0d as Imagine's 

H Smashed Hypersports 
E only received 76%. You 
could reply that Ocean and 
imagine are really the same 
company and so they got 3 
CRASH smashes last year, but 
you won't because | know very 
well that Imagine have different 
programmers working for them 
than Ocean. 

To be fair though | don't rate 
Roland's Rat Race or Kong 
Strikes Back worthy of CRASH 
Smash labels, but Pud Pud is 
worth considering. 

“ Tobe honest Lloyd | can't 
imagine my letter getting any 
further than the bottom of your 
waste bin because you will be 


| too embarrassed to print it in 


your magazine but | would 
consider reviewing Qcean 
games próperty in the future or 
they Sl withdraw all their 
adverts from your mag and 
leave vou a bit short of cash. 
Please make sure Rambo is a 


| smash — | can dela Ido 


not work for Ocean Software. 
Jason Harding, Stockport, 
Cheshire 


We have always reviswed Ocean 
games “property, although it 
rather depends on what you 
consider under the heading of 
properly”. lhave in the recent 
past admitted that in respect of 


Everyone's reaction to the 


games, CRASH probably got it 
as far as DT's Decathlon 


and Match Day were concemed. 


However, the severa! reviswers, 


who ai! played both those 
games, and enjoyed them a lot, 
still thought they just misseo. 
Your argument that we probably 
onty awarded Frankie a Smash 


| because Denton programmedit, 





is a bit silly in the light of your 
mentioning the failure of Gift 
From the Gods to get a Smash — 
after all, it was also 
programmed by Denton 
Designs. ! know at the time we 
thought it was very pose, 
perhaps a bit slow, Dut mostly 
thai it was quite original i In 
feeling and therefore might not 
appeal to evervone's taste. dt's 
often very hard to work out 
lespeciaily when most 
reviewers really like a game! 
wait a Final rating should be 
wien there are some 
reservations about its appeaíto 
the public — after all, [get 


| enough letters of the “howecome 


this was ever made a Smash?” 
a Like the next one in fact... 


PIRATES OF 
PORTUGAL 
Dear Lloyd, 
Ema 17year old Spectrum 
owner. Last week | saw your 
Christmas Special issue in my 
newsagent's window. | read it 
a cover to cover and back 
ain. four magazine is just 
fa ulous; it's something realhy 
AR lts so good that my friend 
mio ing to subscribe it as soon 
e gets the money. 

Now for the real purpose of 
this letter: | want to write tô you 
about software piracy in 
Portugal. The problem is that 
there just isn't any legitimate 
software in Portugal. Every 
software shop | know sells pirate | 
copies. Even the big computer 
shops sell ir copies (the 
example of this is Tridus, a big 
shop that introduced machines 
like the ATARI or the CBM in 
Portugal and that sell pirate 
copies only). There is à good 
explanationto this situation: the 


prices of original irao In 


ortugal a secondary school 
teacher earms a salary of a 
maximum of about £ 195, and 
that means working 22 hours 
perweek with3ordclasses of 30 
students. Around here someone 
that has a salary of about £400 is 
considered an extremely well 
paid person (that person is 
considered as belonging to the 
medium-high class). 

This isn't all, in Portugal the 
average worker has to work 750 
days to buy himself a car, while 
in Germany only 135 days are 
required. All these figures are 

ight (my dad is an economist 
and has access to several 
statistics). So how can anvbody 
in Portugal afford to buy 
pragas with E9,95 tags on? 

ou could ask the same thing 
about computers, but the 
answer to that is quite simple, 
our banks provide a special 
credit for that as part of the 
modernisation effort and Timex 
has several factortes here 
making Portugal one of'the 
countries that has cheaper 
Computers. 

































This way we are all pirates 
around here. All the other kids | 
know buy pirate copies and then 
copy them themselves. | only. 
buy one program once in a 
while, but every week | get a new 
one from a friend. | don't think 
| that this is wrong lme making 
copies, that is) because we have 
a saying around here, “thief that 
robs thief has 100 years of 
Cod (not very pretty in 

nglish, but it rhymes in 
Portuguese). What is the moral 
ofthis letter? Simple: 
sometimes the only way of 
selling programs is by selling 
pirate copies. And the retailers 
don't bother with your new 
protections, things de he 
| areeasy to get around, ifyou get 

my drift You just have to 

eliminate the routine that 
scrambles the characters! This 
is all, Ihope you will continue to 
have such a wonderful 


ine. Keep up the good 
wont (etP UPthe oo 


Pedro Miguel Loureiro, 2900 
Setubal, al. 


Em not sure that there's à vi 

easy answer to that one, Pedro! | 

“wonder if any British software 
houses, dealing with Portu gal 

have any comments to make? 


ANY STREET CRED 
FOR STREET 
HAWK? 


Dear Lloyd, 

Where is it?] Yes you know, 
don't come the innocent with 
me Lloyd. Every morning | rush 
to the post hoping to find the 
elusive copy of, yes you quessed 
It, Streethawk. My parents are 
very worried, for they have seen 


mega-kid to post retriever. 
Seven months ago me, and no 
doubt millions of 
bashing-mega-kids, took up an 
offer no human Spectrum 
owner could refuse. My first 
choice arrived a couple of 


| rh advertised À 


| now is sorry, ha 
me turn from space-bashing- | 


space- 








months later and [was mildiy 
satisfied, but the big one was 
still to come, 

Five months later | still wait. 
My friends at school mock me 
and laugh in my face, “what a 
con' they say, but | fire back and 
tell them * H would never 
do that!” My loyalty now begins 


O Sway. 
Are dossn and CRASH on a 
big fiddle or has Ocean just not 


| met its deadline (by 5 months), 


or has Auntie Age been 
kidna by S (Ludiow- 
Epa -Service). | suggest that 
H Ro its finger out or 
they will find many subscribers, 
like myself, not bothering to 
renegotiate our current 
allegiance. 


No one could blame vou for 
thinking something odd's going 
on. Yoy are in one of 
several thousands fat the last 
count) waiting for the 
subscription offer on Street 


Aggie land ll getitin 


the neck, she on the phone, me 
in the mail bag monthiy. The 
harsh fact is that despite its 
HOSTA 
AGO, the game hasn't 
been finished. This has caused 
CRASH an enormous 
embarrassment. As far as |! 
know, the subs dept accepted 
the game in good faith that it 
was almost completed atthe 
time of de ciento, the 
subscription ad. f you look 
carefully. the ad does state “not 


| quite ready, may be some smail 
| delay“etc. No one realised atthe 


time that the delay would be 
some 9 months! All | can say 
on, tis 
Pad = f think, isn't it Ocean? 












PREMIER LEAGUE and 





FOOTBALL MANAGEMENT 
STRATEGY GAMES FROM 
E & J SOFTWARE 
PREMIER LEAGUE 
OUR POPULAR LEAGUE GAME — FEATURES INCLUDE: 
Training, Team Selection, Substitutes, Half-Time Scores, Full 
Squad Details, Named Goal Scorers, Team Styles, Save Game, 
Financial Problems, Five-skill Levels, PLUS MANY, MANY MORE. 
AND NOW! 

EUROPEAN TROPHY 
A SUPERB EUROPEAN COMPETITION STYLE GAME WITH 
THESE GENUINE FEATURES: Home & Away Legs, Away Goals 
Count Double, Two Substitutes Allowed, Extra Time, Penalty 
Shoot-Quts (with sudden death), Five-skill Leveis, Injury Time, 

Match Penalties, PLUS MANY, MANY MOREI 
AAA ARARAS TE 
láL FEATURE 













SPEC | 
Transfer your PREMIER LEAGUE winning side into EUROPEAN 
TROPHY 
dede e rr e e e a e 
4BK SPECTRUM 
Both these quality games use the Full Memory of your Spectrum 
and can be played separately or as companies games — STOP 
SPECTATING — START MANAGING. 
Both games are available by MAIL ORDER ONLY at the 
UNGEATABLE VALUE of 5.25 each or send SAE for full details. 
SPECIAL TWIN PRESENTATION PACK OF BOTH GAMES 
AVAILABLE AT ONLY £9.95 


Price includes postage & packing (add £ 1.00 outside UK). 


E & J SOFTWARE (romo) 


34 Lordship Road, Cheshunt, Herts EN7 5DP 



















051-630 3013 


pectqum 


GROUP DEALER 


MICROSNIPS 
37 SEAVIEW ROAD 
WALLASEY 








DE TRONROS 
15 OD TO Spire js td a da 
tg fran Piper cd art HI]; E 

1 juatnta rupmesiç 
hirppnócl. enár SONETO, DOT 
Microdiraeaenh Contos e Lido a 


: E 
L rp] req Sarita 
ri bag Nesse, duggoa cia farirám 
da perdido 








GRAPHICS DEVICES 






SA STYLE 
Cirapéucs Goleiro Pacaage TEDA 
DK TECHNOS SPECTRUM LIGHT 


incirê Gorro. erro tiram fo paeil 
Led, Hã pero 4 fofinias erenreu 








treiirinciscatoy — codioiais, LocantbEr absurdo rr: TED cheias Bi: tierra [ut] 
HAS PAPER 
Drs Digerrrá! pupaes agf: br ER] 
ASA PAPER AOMILS 
For A printer; Ceermyi, bos nl 5 [ERR 
RUCRO SPÉEC 37 8 TIMER 2040 
itpoos tpm (5 Ehastrrias guiam rob tum 
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PART EXCHANGE WELCOME 


NORMAL OPENING HOURS: 
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SAT 9.00 am — 6.00 pm 


CALLS ACCEPTED 24 HOURS à DAY, 


Try our 48 hour MAIL ORDER 
— fude 5% for Delivery 
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TAKE TO THE TRA CK INS 


É Karting isa an e sport, there's no doubt about that. Over 

E « Liwo Chan ces to win £ 1, 000 | 2,900 people are involved in the sport in this country and teta 

O e a are stacks of international competitions as well as UK 
Championships for you to enter. Most people have a Kartracin 


V - rth of Kart and Karting À circuit quite c peer cad hictaihcapã ch apo 
ar, courtesy of Rainbird | 


PUaTRA 


podis ja 
eco alho pro dem 


se. A E CO utd bas 


à EVA 
offer. Pf dei ms — n 
thing & oa poviro ney to spo 
The Sor che 2 PRA Rainbir d's mon ; 
aa with ET Oo» 
there 


NEAAAOWI Zooming along the cover 
for TRACKER, the strategy Wwargame 
that Rainbire should be publishing 


soqunaoaaat 





ses, Rainbird is going 
heirstated intention iã to 


oth “5 magazines, € 

ZZAP! and AMTIX | the chance to race 
for the top in the Kan word, 

The Big Cheese at Rainbird Software, 
Tony Rainbird (they called the 
tdi after him — he didn't 

ch is name, so you can tell he's 
a Big ad Par Excollence) used to 
be a pretty good kart Racer before he 
gottoa involved in computer 


sofiware 
Tony decided to give a couple of 
Newsfeld readers à helping hand up 
the ladder of Karting success. 
Rainbird, the software house, has 


purchased a coupleof E1,000 
vouchers from premier 
suppliers Of name and Kartin 
actessóries. | pon win ong of these 
vouchers vou"ll be able to get kitted 
outiwith a complete Kart, an engine, 
driver's suit, helmet, gloves, boots, a 
kitbag to keep everything inánd a 
paddock stand'to keep yourshirmy 
new Kart on when you're not racing 
(8 


And there's more, Uncle Tony will be 
on handwhen you scamperdown to 
£ip Kart's Hoddesdon HO to select 
the gear and hell help you choose 
and set up your equipment as well as 


introduce you to some helpful people | 


inthe Karting world. 





| So. What have you got to do to 


convince Rainbird that you deserve 
towin-a super Kart Kit? Design the 
Perfect Kart, that's what Getoutyour 
pens, pencils, cameras, colouring 
slicks, pasteis, TD peres or whatever 
and let your imagination run riot. 
Technology is nota problem — 
design the Kart and let the next 
generation of engineers worry about 
making ita reality. Money is no object 
— but don't qo overboard with 
diamond-studded tyres forextra grip 
or anything, unless your Kart is for Oil 


Billiónaires to play with. Don't forget 
that real Karts have à maximum 
engine capacity 0F 100 ce and the 
motor i5 two-stroke, Maybe you 
could bend the rules a bit with tha 
Pertect Class of Kart... 

Two readers from the three 
Newsfield magazines will collect a 
prize. 


Entries please, to RAINBIRD 

KART KOMP, PO BOX 10, LUDLOMW, 
SHROPSHIRE, 578 1DB to arrivo by 
20h May this year. Best of luck! 
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10% REPAIR SERVICE EYCS 


| SPECTRUMS REPAIRED for only E19, 95 
including PARTS - INSURANCE andP& P. 
NO HIDDEN we dom't give you a between price and let you guess 

: the Dill, we give you à 100% fixed price NO extras. We ' 
= don't need to bóast about our service, we have 
EXT RAS +4000's Of customers from all over the world highly 
pi delighted with our service and help. Only 20 
minutes from Manchester Centre. Commodore 165, Commodore 64, Vic 20. 
also repaired call us for detalls. Please note we never charge between prices. 
Don't walt weeks for your repair, we tum around all computers in 24 hrs. All 


repairs carry à full 3 month guarantee, plus on every Spectrum we repair, we 
send you dfree games worth E25.80 for your enjoyment and pleasure. 



























vEVEOARD ME wnle you wait service ny Professionia  MoStSpectrums repaired within 45 minutes 
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= ONLY E + Altcompaters sent by MaitOrder turned * Overg years experience working witr 
; | fi à aroundin 24 hrs; computers. ACOMputers full tested. 
e Justparcel your computer in suitable wrapoingenclosing E 19.95 for Spectrum repairs, please do not send power 
HOW TO SEND | Supplies. Commodore computers, just send E1.75 (U.K. Eire, LOM. €..) or E6.50 1Europe/Scandinavial with your 





| = address Or a number and wewilicontact you same day by phone or letter with quote, iryou prefer. please READ | 
YOU R COM PUTE [4 Sa us amd me will give you à quote over the phone, we alm tô please. That's what made us the most reliable [une 
d No. 1 Service Centre In the UK. ms 
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140 High St West, Glossop, Derbyshire, Englandg 


C) Copyright videovault Ltd. No. 151085 


VELA AEE CTA 


Tomy mind, one of the most interesting educational applications of 
the micro lies in its potential for helping those with specific learning 
problems. Few publishers, however, have directed themselves to 
this area. 

Now IEL Software has come up with some programs useful both 
with children experiencing certain problems, and with very young 
children. IEC was set up by educational psychologist, Jo Westwood, 
who turned to computers to find ways of helping children affected 
by dyslexia, often known as word-blindness. 

| Dyslexic children have great difficulty in learning to read, tending 
to confuse letters such as b and d. Jo decided her pupils needed 
practice in observing the differences between letters without being 
distracted by their similarity. A game involving discrimination 
between two letters linked to pictures and associated words begin- 
ning with the sound was needed. The game element had to be 
particularly strong to sustain the children's interest, so that they 
would practise. 


LEFT RIGHT, 
LEFT RIGHT 


Although the games on this tape are specifically aimed at children 
with dyslexic problems, they may also be enjoyed by many young 
children who are not dyslexic. The first game, BseDee gives children 
practice in distinguishing between b and dwhich are often confused. 
Theaim ofthe game is to shoot ail the letters which start the name of 
he object displayed, so that, if a dagger is drawn; all the d's must be 
shot away 

Before the game begins, some useful hints are given which ene- 
ourage the child to form a mental picture oftheshape ofthe word. He 
15 told, for instance, that “the word for bed looks like a bed, andsoto 
write b you put the bed post first, and “the word for dog has a tail 
hanging down, The dog is very sad ifvou forget that his nose comes 
before his ears. So to write à d you put his nose first.' 

When the game begins, a mark is deducted from the score each 
time an incorrect letter is shot at. The seven pictures which appear 

| onthe screen are chosen randomlby from 12,and the level of difficulty 
| increases each time. 

City Maze is a game which requires directional awareness to 
anticipate the movement of a little car. The player hasto drive the car 
across the city without crashing into a wall, and can choose between 
an Easy and a difficult game. The words “left and 'right'are display- 
edcleariy at the bottom ofthe screen, and an adult working with the 
child, could reinforce these words as the game proceeds. 

Doors 15 another program which reinforces the left/right concept. 
Behind each of the doors, clearly labelled Left and Right, may be 
found enemies (snakes, spiders, and skeletons), and these must be 
killed with the correct weapon — axes kill skeletons, fly spray kills 
spiders, and daggers kill snakes. To be successful, the player must 
read the words which appear above each door, pay due care and 
attention to the words for the enemies which all begin with. 

All of these games are extremely simple, with attractive and col- 
| ourful graphics; BeeDee and Maze are particularly enjoyable to use. 
| Doors is, perhaps, not so much fun, having less of an arcade-type 
| approach. ER tried out these games both with very young child- 

ren, and with older pupils with learning difficulties, | can vouch for 
their usefulness, and for their success in stimulating children to 
| improve their performance, 
| Control keys: 
| BeeDee 2 move left, 9 move right, SPACE fire 
City Maze 2 move left, 9 move right 
| Doors 2 opens the left door, 9 opens the right door, SPACE to go on 


- do, however, was not a programming expert, so the task of writ- 
ing the game fell to teenager Matthew Wilkes. Matthew came to 
Jo's notice when, having been fooling around in class, his teacher | 
asked him to write 50 lines — “| must learn to use my good brain 
wisely'! The lines were duly done, but were not handwritten on 
school paper. They had been printed from a computer using an italic 
script! Jo seized the opportunity, and channeled Matthew's 'good 
brain' towards writing a program to her design, and so IEC Software 
was conceived. | 

Untortunately, the company is finding it difficult getting its 
games accepted by the retailers, who seem to turn down small | 
software firms on principle, regardiess of the quality of their pro- | 
duct. | hope JEC succeed in their aim of getting on the shelves of the 
High Street stores, but H you have problems tracking down the 
games, they can be obtained direct from IEC at 77 Orton Lane, 
Womboume, Wolverhampton. WV5 9AP. The retail price of each of 
the cassettes for the 48K Spectrum is £8.95 


Rosetta McLeod 


What a friendly líttle doggy! Encouraging young 
readers to ds the letters do and g inthe right order for 
Fido in LEFT RHGHT, LEFT RIGHT 


ERVADERS 


This game 15 aimed at children of 7 years and above and aims to 
teach eight different spellings of the sound “er. When a word 
appears at the bottom of the screen the player must shoot the 
invader vhich correctly fills the middle of the word. 

The player has only 13 bullets to shoot all the correctinvaders, and 
can select from eight difficulty levels, beginning with “er' and “rat 
level 1, and progressing to “ear, “ir, “ur, 'or, “ar, our", and 'ure'at 
level eight. At the castest level, words such as thirteen" “minth,, 
“serve and term must be completed correctly. 

The graphics and sound effects in this game are very appealing to 
children, and the ratings of performance range from “Not bad” to 
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| We all reckon this ERVADERS player should be blast- 
| Ing away at the ear. Search us If we're wrong... 


ouper-Hero'. This is an enjoyable program apart from an annoving 
bug which sometimes occurs when the player shoots from the edge 
of the screen, Causing the game to crash. This bug appeared in my 
| review copy, but | have been assured that it has been spotted and 
removed 

The following “testimonial” was written by one of do's dyslexic 
pupils: This game is not an average 'shoot them up”. tcombines a 
space invader game with an education game. Most things which 
teach spelling are very boring but this is very addictive and is a joy to 
play. 


Control keys: 1,2 or3 to move left; 8, Sor 0 to move night; V, Bor 


SPACE to fire 


A to 2 is suitable for very young children, or for older children with 
dyslexic problems. À series of colourtul pictures appear on the 
screen in groups of 20, and the player has to shoot the correct initial 
letter from those shown under the picture. 

In use, the child should be encouraged to say the word aloud and 
then identify the initial letter sound, which can then be related to the 
correct lower-case letter selected. On side two ofthe tape, Common 
Confusions ts particularly aimed at those children who confuse simi- 
larly shaped letters or similar sounds — letters such as b and d often 
cause problems, as do p and q. The game also allows a choice of the 


| H looks like Cameron Pound, our photographer, has 
art got ft right in IEC's game À TO Z. Clever lad, our 
am 
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number of letters to appear on the screen: between 2 and 20 are 
possible, 

| was disappointed, however, to learn that the letters seem to be | 
randomby selected more often than not, so that the common confu 
stons are not in fact faced. For instance, under the drawing of a pen, | 
the letters c | mn pare shown if the 4-letter option is selected, and 
under a diamond, the choice must be made from k k nd, Another 
annoying feature for me was the irritating sound as each picture is 
drawn. | would have liked the option of turning it off. 


Control keys: 2 to move left, 9 to move right, SPACE to select the | 
letter 


DAM AND BLAST 


dll children who use a computer need to acquire the skills of letter 


| recognition and keyboard familiarity, and it is those skills which this 


game sets out to teach. Each letter of the alphabet appears on the 
screen, first as a capital letter then in the second part of the game in 
it's lower-case form; meanwhile a digger tunnels away atthe bottom 
of the dam. The player must touch the appropriate letter on thé 
keyboard to stop the digger, and thus prevent the water flooding the 
valley. Thechild can choose from 3 leveis of difficulty which relate to 
the speed of reaction. 

Dam and Blast ? uses the same game format to provide a further 
extension of keyboard skills covering the numbers and symbois on 
the keyboard. This is of use for aspiring prograrmmers, but also for | 


Frantic action with a helicopter and digger on screen 
during DAM AND BLAST from IEC 


| children who may be using a computer for word-processing. This 


game was particularly popular with the younger children Itried it out 


| on— children who often become frustrated when their unfamiliarity 


with the keyboard spoils their enjoyment of a game. After a surpris- 
nghy shorttime, their responses became quite fast and this new skill 
was seen by them to have great relevance, 


Control keys: after both games have been played, all the letters, 
symbols and numbers on the keyboard will have been used 


COMMENTS 


All of the IEC Software programs are very attractive 
and easy to use. Jo Westwood has used her experi- 
ence as an educational psychologist to devise games 
which children will enjoy playing and which will keep 
them interested and motivated long enough to im- 
prove their skills. Children with learning difficulties | 
often become bored and frustrated by their lack of | 
success, but these games give them a real chance to | 
do well. Matthew Wilkes, too, has used his talents to 
great effect, and | look forward to seeing more of his 
work in the future. 





ONDA THE BRAVEST FLY. 


New, from the author of Fighter Pilot... a stunningly realistic helicopter 
simulation that puts you in command of an Apache Advanced Attack 
helicopter. You will learn to take off, to land, to manoeuvre and 

locate and destroy enemy tanks using Hellfire anti-tank missiles. 

You will experience authentic battlefield conditions as you en- 


By DKMARSHALL 





deavourto carry out your mission and return safely to base. 


SPECTRUM 

Tomahamk  48K 
NightGunher 48K 
Fighter Pilot ABK 


COMMODORE 64 
speed King Disk 
Speed King Cassette 
Frahter Pilot Disk 
Fighter Plot Cassette 
AMSTRAD CPC 454 
Fighter Pilot 

Fighter Pilot Disk 
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Walchmoor Trade Centre, 
- Watchmoor Road, 
VAT and p. & p. inclusive within UK [Querseas inc. 55p. per cassette) | ir Surroy 
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] Together- 
“À bringing you the World's 
Finest ea uilinto 


E PENTAGRAM ani EYBERUN are 
available for the ah a sa 
| — Amstrad from selected 


W.H. Smith, Boots, John acid 
Woolworths and all good software including V.A-T. 

stores. Also available from Ultimate Play the Game, The Green, | 
Ashby-de-la-Zouch. Leicestershire LES 5JU (P&P included). 
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Fed up with the limitations of 
being the only Elite-level space 
trader in your galaxy? Or do you 
find ore slaying a dispiriting 


occupation when there's not | 
even a tavern where you can | 


swap tales of tribulations with 
trolls? While nobody can deny 
that the micro revolution re- 
vealed a new world of advent- 
Wre gaming for many people, 
there's ahways the limitation of 
such sci-fi or fantasy quests 
being solitary occupations, 
without the satisfaction of 
competition on the human 


| level, 


-pbrr-ers there.” “Pbm-ers?” do 


“Go down to Islington Town 
Hall,” said Graeme, “rou'll find 
the first national convention of 


asked, “sounds 
worse than the DT's.” “Pbm is 
play by mail,” he explained 
patientiy as he booted me out of 
the door. So | ended up walking 
out of the wintery north London 
weather into the crowded con- 
vention hall. What manner of 
beast is the p.b.m.-er? And what 
is his or her relevance to com- 
puter users? 


HISTORY LESSON 


A brief history. People have 
been plaving games by post 
ever since stamps cost a penny 
-—- an old penny, mind — and 
letters were delivered the next 
day. At first it was the standard 
board games ... . chess or 
Diplomacy with two moves a 
week. Obviously nota hobby for 
the impatient. Then, in the last 
iwenty years came a games 
revolution. À young man called 
Gary Gygax invented something 
he called Dungeons and Drag- 

ons. K was the first of the role 
plaving games (rpgs). 
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WRANA 


JOHN MINSON finds out a to aU games 
without switching on your Spectrum, spends 
a day in London doing so and comes away 
with dreams of world domination. Allin a 
day's work for a CRASH writer, really... 
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Many other rpgs followed, 
becoming a major part of the 
games industry. For anybody 
who has besn asleep for the past 
five years, the idea is this. In a 
rpg the players play the roles 
(not really — who'd have tho- 
ught?) of characters in a world 
created and governed by the 
referee, often known as the 
Game Master. Whether they 
become barbarians slaughter- 
Ing Orcs or spacemen shifting 
alloys around the universe, the 
players submerge themselves 
totally in their characters. It's not 
hard to see the link between 
these games and the adventures 
that found their way from the 
mainframes to the micros. 





Meanwhile there was also a 
resurgence of interest in board 


wargaming,. with cardboard 
counters and maps — another 
genre that has found its way, 
with varigd success, into the 

confines of 48K of memory. But 
both types of game sufter from 
the fact that they take a lot of 
time and call for regular meet- 
ings of the participants. Rpgs 
also need the moderation of a 
Game Master who has all the 
rules at his fingertips, while too 
often the da games are 
swamped in tables and dice 
rolling. 
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in 1971 Chris Harvey started a | 
| new sort of gaming in Britain — 


one which which was already 
becoming established in the 
States: games played by mail, 
with a skilled referee processing 
the turns submitted by players 
and sending them details of the 
effects of 
requested. And the idea caught 
on, so that players an to 
communicate with each other 
outside of the games, planning 
alliances and secret pacts to 
strengthen their positions. More 
games appeared, more topics, 
and now this — the first official 
congregation of postal players. 


HUDDLES 


The first 
galhering was one of enthusi- 
asm. People milled around a 
variety of trestle tables, getting 
details of games with names like 
Stargiobe 3, Beyond the Waves 
and From the Mouth of Heil, And 
from the other side of the stands 
came a similar sense of involve- 
ment in what was being done, 
And down in the bar (my first 
port of call — match!) groups of 
people were huddled round 
their pints in animated discuss- 
ton Of strategies, moves and 
games — the great and the 
small, the good and the bad, 
Feeling uite lost | set out to look 
for Dr Nicholas Palmer, who 
Graeme had promised would fill 
me in on the scene. 

Nicky Palmer, as he is known 
to his readers, is am author of 
several books om gaming, des- 
dg of Crash Smash wargame, 

heir Einest Hour, and editor of 
Flagship, the only professionally 
produced international magaz- 
ne of pbm He was obvióusly the 
man to explain it all to me, so | 
Ed q him away from his 
stand and back down to the bar. 
So tell me, Nicky, what's it all 
about? 
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“Most games are science fie- 
ton or fantasy, with anything 
from fifteen to over one thous- 
and players. You take the role of 
a particular character — you 
may be leader of a band of 
explorers Or à space tyrant or 
virtualhy anything else. Every 
two to four weeks you send in 
the orders for vou character and 
the forces at your command and 
some days later you get the 
results, which depend on the 
decisons of all the other 
players,” 

It all sounds rather slow mov- 
ing, | observe. “That's the big- 
est drawback,” Nicky agrees, 
ut goes onto point out that you 
can work out your moves when 
vou want — you're not tied to 
espa other players at a set 
time, Should you miss the dead- 
line for your next move, games 
include default actions, though 
you won't do well unless you 
throw vourse!f into the action. 


FROM FOOTBALL 
TO KINGS 


So what sort of role could | take 
on? “There are around forty UK 
games,” Im told, and Nicky 
shows me a listing in Flagship. 
Well, the varietys certainly 
there because next to the star 
captains and kings of mythical 
lands are transport barons in 
Railway Rivals, soccer mana: 
ers in Football Lesgue and 
those covert individuals who are 
trying to control the world via 
anisations as diverse as the 

CI and the Boy Sprouts — The 
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British scene is on the whole 
efficienthy run nowadays, after 
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| | ful 
| | are other pbm official versions 

| able Dungeons and Dragons. 

| Right, but who does it all 

| appeal to? “There's a strong 


ndo different types of 
IB Rage. rSt there's RÉ qe 
| aver, altraciing people from 
| White Dwarf (the long estab- 

lished British rpg magazine) 
| who want to expand, and there 
are the chess and wargamers 


who are looking for strategy.” | Lords of Midnight and its related scale of the games means that | EE 
| But it's definitely on the iner- games, ran the first pbm with | you'll have to give a lot of | 
| pase. “There's been enormous really good graphics, Starlord. thought before you commit any | | 


growth inthe last two years. The 
dppearance of magazines has 
heiped. At the hard core there 

| are those who play more than 
one game.” 

Not surprisingly computers 
have their part to play in all of 
this. Some games are primarily 
computer moderated, 
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| Hluminati. This last mentioned is 

an official version of a success- 
strategy card game, and 
despite the cost of licenses there 


|including, ['m told, the inevit. 
g | 


| base among students, There are 
| two main types of game really, | 


while | 


| the game is weighted so that no 


| to Nicky, who tells me that the 




























others are more open in the 
options for your characters, 
though even in these hand 
moderated games there's liable 
to be a micró humming away in 
the background, processing 
data. Obviously the humble 
apectrum lacks the memory to 
compete with the Macs and 
other machines that do this 
work, though there's no reason 
why a OL couldn'tbe called into 
service, Nicky agrees. And the 
link between pbm and micros is 
stronger than both sharing a 
family tree leading back to the 


rpg. 
“Mike Singleton, author of 


In fact his games for Beyond, 
with their combination of role 
pavino and strategy suggest 
nothing so much as adaptations 
of postal games for the micra's 
limited memory. 


STARTING OUT 


Quite what happens during a 
pit veill de pend upon its type, 

ut the forms always the same. 
Having registered and received 
the starter pack, the cost of 
which quite often includes the 
first couple of turns, vou plot 
what you willdo. Nicky suggests 
| look at Mitre Games, who are 
keen to improve the visual stan- 
dards of the games, whether of 
the maps and diagrams that 
they produce on a Mac to ac- 
company turns, or the glossy 
boxes which contain the intro- 
ductions to the games and ate 
sven available over the counter 
in some specialistgames shops. 
One of their latest games is 
Midgard, so let's use that as an 
example. 

Midgard is a game of medi- 
aeval power politics. As the 
second son of a noble family you 
are thrown out ofthe house with 
a couple of hundred followers, a 
few friends and some cash. The 
problem is to make your way in 
the world. In the hostile environ- 
ment of mediaeval England vou 
may find it a good idea to join 
One of the seven major factions, 
Such as a religion, or pledge 
aligigance to another family. 
There are also minor factions, 
but if you're feeling really amb- 
itous you can try to go it alone, 
and may even try to start your 
own faction. Depending on your 
success, fate may bring you into 
wars, in which case vou'll be 
presented with maps to detail 
your success in campaigns, but 


one player can dominate. 
Impressed by the profession- 
alism of what I've seen, | return 





Some early teething troubles, 
and that the obviously amateur- 
ish appearance of the bad 
means that they're soon weeded 


then? “Some games have spec- 
ifie victory conditions. Others — 
generally the role playing 
games — are open ended," Fine, 


up rather costly? 


SPENDING MONEY 


According to Nicky it need not 


burn too big a hole in your 


pocket, Initial enrolment may be 


free though more often a fee is | 


charged, though it's seldom 


bigger than five pounds. Thenit | 


costs, on average, £1.50 per 
turn, though as that's only once 
every wo or four weeks itwvon't 
add up to much over the vear, 
and consider all the time you'll 
spend pondering the best act- 
ions for next time, which is an 


important point .... vou can't | 


just rush off your orders. The 


decisions to the post, And you'|l 
need time to contact other play» 
ers who you may have joined in 
alliances — and to read your 
quarterly copy of Flagship for 


out. How long would | play for | 


but isn't all of this going to end | 



























































hints, tips and general news of | 4 


| the pbm world. Plus vou ray 


find that an individual game has 
generated its own fanzine with 


| Information for players. 


As Nicky told me at the start, 


the growth of these games has | 


been fast over the past few 
years, so | wondered if he had 
any predictions for the future. As 
well as the general growth he 


foresees, “A continuing trend to | 


spread into new areas — politi- 
cal, power strugales and war 
games, sports games. there will 

e am expansion into greater 


sophistication with better gra- 


hics — that's been the Achilles” | 


eel so far. List output isn't 
enough any more, And several 
people are getting into elec- 
tronic gaming," Nicky adds. “In 
fact, several of the stateside 
software companies are moving 


into play by mail because its a | 


more vibrant market." 
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PLAY BY PHONE 


a while off, 'm told, because of 
the simple fact that too few 
players have aciess to the nec- 
essary telephone lines, though 
Micrônet BDO have moved into 
the area with Starnet, their play 
by modem game of space stra- 
tegy, itself a version of Mike 
Singleton's Stariord, But British 
| Telecom makes life less than 
gasy for the networks, according 
to Nicky, though there are spe- 
Cial cases for computer com- | 
munication, such as taking part 
m American games. But for 
more information on this topic 
Em directed to Ken Mulholland 
and his wife Carol at Time 
Patterns, Ken has managed to | 
“ introduce artificial intelligence 
into the computer moderation of | 
| his games. 
is is just the right time to 
speak with Ken. At the end of 
April, or thereabouts, he will 
launch a new modem game 
which sounds as ambitious as it 
= |5 bizzare. The basic plot is that 
= each player starts in a blue void 
and can make of it what he or 
she wishes. “You could become 
anything from a microbe in the 
bloodstream to the creator of a 
whole galaxy," he tells me. Your | 
world has three connections to 
other nodes though, and so you 
ve to create traps that will halt 
| other empire builders who dare 
| venture into your creation, while 
setting out on your own voyage 
of conquest. Central clearing 
will be done at Time Pattern's 
Birmingham base, but Ken 
hopes that all calls will be avail- 
able at local rate, and though the 
time turnaround will be swifter, 
with synchronised weekly turns, 
lhe cost will be cheaper than 
average — approximately 75p to 
£1 a time. “There's nothing 
similar,” Ken tells me and with a 
plot like that | can believe him, 
















































Common use of modems is still | 











À selection of FLAGSHIP covers. The only professionaily produced 
international Play By Mail Game magazine, availabio from Nicky 








Palmer who edits Far 
PO Box 12, Aldridgo, 
Walsall, West Midiands 
WS9 OTJ, E 1.75 buys a 
single copy packed with 
the latest information and 
hints on playing games 
by mail. 
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This is a list of-all PBM companies mentioned in FLAGSHIP 1-9. 


US 


Advent Games, PO Box 81674, Lincoln, NE 68501 
Adventures By Mail, PO Bou 438, Cohoes, NY 12047 
Adventures Design Group, PO Box 821072, Dalias, TX 75382 


Acvanture Systems, 1865 5. Voss, Suite FE-H, Houston, TX 77057 
| Arden Enterprises, Rj 4 Box 4506, Now Philas ta, OH 44669. 


Rick Barr, PO Box 1873, Cave Crosk, AZ 85391 
Clemens & Associates, PO Box 4529, San Clemente, CA 92672 
C-Mind Enterprises, 1008 Tenth Stno. 417, Sacramento, CA 95814 
Cometar Enterprises, PO Box 601082. MN. Miami Beach, FL 33180 


| CT Simutlationa, Box 590273, Houston, TX 77259 


ECI, 69253 Pisasant Dr, Charlotte, NC 282111 E! 
Fantastic Simulations, PO Bow 24566, Denver, CO aOSpa 
Flying Bufaio, PO Box 1467, Scollsdals, AZ B5252.1467 


| -4 Sight, PO Box 1903, Indianapole, IN 46206 


Galactic Empires, PQ Box 24297, Dayton, OM 45424 
Game Systems inc, PO Box 431 165, Miami, FL 33243. 
Graal Simulations, 27590 Harper, St Clair Shores; MI 48081 


Intargalactic Games, PO Box 511279, Salt Lake City, Ultan 84154 


hépes Enterprises, PO Box 158, Somers, CT 06071 
JE&L, PO Box 550, Alioona, FL 32702 | 
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Canada 
Tundra Games, 109 The Country Way, Ritchaner, ONT N2E 2K3 


FLAGSHIP 


By now lm in a daze with all the 
details of this hidden world of 
pano: Actualhy being seen to 
e there has to be their main. 
problem — even the traditional 
| role players gather noisily in 
pubs at regular intervals, but if 
four opponents are spread from 
ands End to John o” Groats, or 
maybe even abroad, that's not 
so easy. However If you want to 
find out more about the scene in 
general don't wait till next year's 
convention. Nicky Palmer has 
kindhy agreed to make individual 
copies of the Flagship available 
to Crash readers at £1,75 — a. 
useful introduction because 
they contain details of all the 
pbms available, plus articles 
that will give you a further 
flavour of the games them: 
selves. And though they may 
not set the pulse racing as fastas 
a shootem up, they'll certainly 
reach parts way beyond the 
| memory of a micro! 
| anger out of the hall into 
the chilly davlight of Islington, 
an evil grin on my face — an evil 
ambition in my mind. Shall | 
attempt nothing less than World 
Domination? The answer, inevi- 
| tably, is in the post. 






























KG Concepts, PO Box d75, Morris Plains, NJ 07950 

KTH Games, 1408 Kentucky Ave. Fort Pierce, FL 33450 

The Mailbox, PO Box 3219, Bethiehem, PA 18017 

Midnighi Games, PO Box 421355, Sacramento. CA 95842 

Neoliihic Enterprises, 350 North Laniana Suite 586, Carmgrilo, 
CA S3010 

Palace Simulatons, PO Box 743, Madison, NJ OTELO 

Pierce É Co. PBM PO Box 25675, Chicago, IL B0825 

Reakiy Simulation, PÓ Box 27STa. Tampa, AZASZAD 

Ahianmon Enterprises, PO Box 510. North Highiands. CA 95560 

Schube! & Son, PO Box 214848, Sacramento, CA 95891 

ice cnão gos Box 177, Graves End Station, Brookiyn, 

iraéza 

Superior Simulations, PO Box 505, Faimel, ID gas27 

Time-Space Simulations, 5404 Crossteéld Ra, virgima Beach, 
VA 23H64 

TL Designs, PO Box 98417, Lubbock, TX 79489. 

Vigard Senutationa, PO Box 231, Orangevalo, CA-D5662 

White Lion Enterprises, PO Box 188, Wood-ndge. NJ 07075 

Mika Williams, Roula 4, Box G02, La Folitto, TN37766 

World Campaigas, PO Box 321, Eppeng, NH -g93042 

Constantine Xenthos; 120 MacDougal 51, Ny. NY 10012 


UM 
Bairog Adventures, 38 Chapman Ave, Maidstona, Kent ME TS SEJ 
Conquest, The Firs, WWig Lara, Boxted, Nr. Colthester, Essex 
Dave Cooksey, 2 Pementon Ad, Basingstoke, Hanis RG21 SLW 
Mark Coutshed, Top Flat, 85 Grpsy Hill, London SE 19 10 
IGBM, PO Box 94, Bath St, Waisall, Wes! Midlands 
El. Games, 5 Vicarage Ave, Larncs FY5 280 
torewárden Games, 23 Brackhil Rd, Woodthorpe, Noliingham 
Milregames., 89 Balham High Road, London SWi12 4 
Orion Games, 6 81. Austel Rd, Manchestar MB BOW 
Cutbound Games, & Park Walk, Farsham, Hanis POIS NG 
dns Wihitehousa Crescent, Nungaton, Waraickshire 
CENTO BHL 
Rostheme Gamas, ba dp Mitord Haven, Dyfed SA73 PED 
psd ag Frospast, PO Box 82, Souihampton, Hants 
El 
Spelibinder Games, 95 King Si, Ramsgate, Kenl 
GC impaod find Da Park Fogo, Teddington, Medtlases 
TM 
Stasl City Games, 44 Carmood Fld, Pilsmoor, Shefitabi S4 TSD 
Time Pattems, 97 Devonshire Rd, Birmingham B20 2PG 
Vengeance Games, 6 Rose Farm Foi, Alioiis, Normanton, 
WU. Turks 
Vorcon Games, 58 Juniper, Birch Hill, Bracâneil, Berks AG12 426 
Jonathan Woodall. “Hebron”, Gorsty Knoll, Colelorá, Gioues 


Australia 

Chameleon Games, GPO Box 2302, Sydney 2001 

Missing Tiger, GPO Box 286C, Hobari 7001, Tasmania 
PBM Games, 80 Winona Rid, MM Eliza 3290 (Ringquest) 
Australian Wizard, GPO Box 356, Brisbane. Queensland 4001 


| 
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Since July last year, when Palace Software collected a s CRASH Smash for CAULDRON, the 
team working in the Scala Cinema have been busy laying plans for the future. Three launches 
are scheduled for 1986 — the first of which is a follow up to CAULDRON, by the name of 





CAULDRON Il, THE PUMPKIN'S REVENGE. It's early days yet, with the Spectrum games not 


due for a good few months — but we took the opportunity of 
















Cauloron dl — The Pumpkin 
átrkes Back cares on from 
where Cauldron left off. Having 
defeated the evil Fumpking, 
seizzed the golden broomstick 
and became Witch-Queen, the 
Hag no longer lives in her dila- 
pidated cottage but has moved 
to a huge castle at the edge of 
the forest. You play the part of a 
small db cordão who was in fact 
the 

Cauldron, and must recover the 







clutches of the oppressive Hag. 
Work on the Commodore ver- 
sion is proceeding apace, and 
although the core of the game 
has been implemented on the 


finished game are still a fair way 
off. À July launch is pencilled 
into the Palace csgiÃ Once 
again, Steve Brown, the artist 
behind Cauldron is responsible 


artwork. 

oteve joined Palace in late 
1384 coming from a background 
in commercial illustration. Most 
of his work was for advertising 
agencies, although he has pro- 
duced a few covers for White 
Dwrarf by way of light relief. He 
came to art late in life, starting at 
art college in his mid twenties 
after spending a while doing a 
variety Of things .. . now he's 
firmly settled with Palace, pro- 


computer screen. 


The Sacred Armour of Antiriad 
| 15 due for release after Cauldron 
| H, and comic strip artist Dan 
Malone is the man taking care of 
the screen images on this pro- 
ject. Dan had never touched a 
computer until he started work 
for Palace Software last Octo- 
ber, but has since designed a 
virtually complete storyboard 
for the game. 

Pete Stone, the Big Cheese at 
Palace and co-founder of the 
company with Richard Leinfell- 
ner, decided that another artist 
was needed to take the pressure 
off Steve Brown ifthe company 
was to expand its portfolio of 
programming projects. George 
and Richard spent ages looking 
for the right person, interview- 
ing lots of artists and they had 
almost given up hope when an 
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umpking's gquardian in | 


golden broomstick from the | 


opectrum, the graphics and 


for the graphics that appear in | 
the game and the packaging | 


ducing stylish graphics on the | 










| 


| 
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ar college lecturer who had 
heard of their search for a tal- 
ented comic-book artist got in 
touch. She remembered that 
Dan had left his course at art 
college — he spent all his time 
sitting in the back of the class 
drawing comics — and recom- 
mended him for the job. Late last 
year Dan brought his portfolio to 


| the Cinema and was hired 


immediately. 

“The Sacred Armour of Anti- 
riad' is set after the Holocaust in 
which humanity virtually exter- 
minated itself. À few survivors 
went underground, regressed, 
and formed tribes worshipping 
the god Antiriad as personified 
by a humanoid form they hold 
sacred. However, the Elders of 
the tribes know the truth behind 
the. legend — the great god 
Antiriad is nothing more than an 
Anti-Rad suit, used as protection 
against  radioactive  fallout 
during The War. At least the 


msg 
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“a BIT OF FUN" from the per of Ste 


POPPING INTO THE 
PALACE ART GALLERY 


ed a 


ve Brown 


The assembie crew from the Scala Cinema. Left to right we 









have Richard Joseph, Staniey Schembri, Steve Erown, Dan 
Malone, David Quinn and Richard Leinfeliner. The monkeys 
on the roof are part of the decor in the auditorium of the 
picture palace above which Palace has its nest 


myth keeps their subjects 
appy.. | 

Until They arrive, that is, and 

disrupt the social fabric. À group 
of aliens set up shop in a dead 
volcano, striking fear into the 
hearts of the savage humans 
and being generally unpleasant. 
Prayers to the god Antiriad 
achieve little, so the tribes turn 
to the Elders for advice. The 
Elders respond with the answer 
that the Sacred Armour of 
Antiriad is needed to repel the 
invaders. 
A hero is chosen to recover the 
surt, penetrate the alien fortress 
and dispose of the threat. Which 
is where you will come in, ar- 
ound August time. ... 

Dan's talents for comie-book 
art have been di to the 
design of the graphics, and his 
works should feature in the inlay 
— which will set the scene for 
the game in pictorial form. 


Palace Software has a third 
release planned for launch in 


early September. At the mos | 


ment this game hasn't got a title, 
but the programming team is to 
be BINARY VISION — a new 
cormpemy which has grown out 
of the Electronic Pencil com- 
par: Rupert Bowater and Paul 

orris have left the EPC to setup 
on their own — the spilt is per- 
fectly amicable, it's just that they 
wanted to follow their own dir- 
ection. This has taken them 
towards Palace and work has 
commenced on “a tropical es- 
capade set between the Firstand 
Second World Wars”. ar 
from that idiosyncratic (LM- 
LWD) verbal description, there 
was nothing for us to view in the 
Palace Gallery, so we left the 
artists and programmers busy 
with their wor 
Ludiowards. (You try it!) 





and returned 





“10 levels of fun make this torture excellent value 
| for money. Nova rating. Definitely one of those 
just another go' games. Game of the month 
| February — Computer Gamer 


| “The most compulsive game I've ever 
played. ff you don't buy it you'll never 
know what you've missed.'' says Gary 
Penn, Zzap! 64. Gold Medal Award. 
97% overall. 


COMMODORE 64 MSX 
AMSTRAD SPECTRU 


en 





1/ 7) ELITE Firebird 
2/ 2) COMMANDO Elite Systems 
3/ 4)WAY OE THE EXPLODING FIST Melbourne 
4( 5) FAIRLIGHT The Edge 
5 3) STARQUAKE Bubble Bus 
6/75) MATCH DAY Ocean 
7( 6) BACK TO SKOOL Microsphere 
8/ S) HYPERSPORTS imagine 
9/77) GYROSCOPE Melbourne House | 
10/ 7) HIGHWAY ENCOUNTER Vortex 


12 (10) SPY Vs SPY Beyond | da e SS 
14 —) VIE AR KUNG FU Imagine 

16 (29) GUNFR GHT Ultimate 

18 23) DY AMIN E DAN Mirrorsoft 


20 (25) TOMAHAWK Digital Integration 
21 /—) LORD OF THE RINGS Melbourne House 

22 —) THREE WEEKS IN PARADISE Mikro-Gen 

23 ( 9)DOOMDARK'S REVENGE Beyond 

24 (14) LORDS OF MIDNIGHT Beyond 

25 [—) MATCH POINT Psion 

26 —) RAMBO Ocean 

27 (24) ENIGMA FORCE Beyond 

28 -—) DUN DARACH Gargoyle Games 

29 [| DALEY THOMPSON's SUPERTEST Ocean 

30 (16) MARSPORT Garagovie Games E, ac 
a a a car UG ana E re ars inte — 


here next month, dear reader! 


e a - e a O Pa Im Iv FHOCk O pé 
«in Warwickshire. Your name could appear 


Ea 
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1/-—) LORDS OF MIDNIGHT Beyond 
2/—) FAIRLIGHT The Edge 
3/ 9) LORD OF THE RINGS Melbourne House 
4/12) SWORDS AND SORCERY PSS 
5/ 6) RED MOON Level 9 
“ 6/—) SPELLBOUND Mastertronic 
7/ 5) DOOMDARK'S REVENGE Beyond 
8/20) BORED OF THE RINGS Silversoft 
9/28) ENIGMA FORCE Beyond 
10 / 2) MARSPORT Gargoyle Games 






























12/ 1) LORDS OF TIME Level 9 | : 


14 (18) SPIDERMAN Adventure International - 
E 16 (24) HAMPSTEAD Melbourne House | 
18 /—) ROBIN OF SHERWOOD Adventure International 


20. EE DRAGONTORC Hewsons 





21( 16) TIRNA NOG REA Games. 
22 (10) SHERLOCK Melbourne House 
23 [ 8) THE HOBBIT Melbourne House 
24 (11) GREMLINS Adventure International 
25 (14) TERRORMOLINOS Melbourne House 
26 (22) URBAN UPSTART Richard Shepherd 
27 (17) AVALON Hewsons 
28 (25) ADRIAN MOLE Level9/Mozaic 
29 (26) THE HULK Adventure International 
30 (23) VALKYRIE 17 The RamJam Corporation 





| ES Losi is this mois so! winner of the E40 worth of software for the Adventure chart — Aggie will be in touch 

| 560n, Darren. Four more people came second, all winning a CRASH Hat and T Shirt — here's their names . .. Chris 

- Geggus from Romford in Essex; Andrew Matthews of Crofton Parkin London; R Davidson a Brummie from West 
leath and Richard Orpin a Great Missenden man, Sr 1 
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MASTERTRONIC 
MAD DAY OUT 


This month's results page 
should be adorned with a car- 
toon stnp provided by Tim 
Carson by way ofhis dedo inthe 
Mastertronic MAD DAY OUT 
| competition we ran a in the 
Februa Edition. Well done 
Tim, of Monkhide HR8 2TX. 
Mastertronies Minions will no 


doubt be in touch very shortiyto | 


whisk you off for a day you'll 
remember! 
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Your chanc 
win a VCRI 
the Durell 
Saboteur! 
|Icompefrtio 


| Bi hen will 
icest map received by t N 
dão ts E TERtOr the video record- , 
er and the next ten mappers o 
line of excellencewill ba rewara- 
ed with a runner up la 
o close attention. H you win d 
runner u 
cop 
ft Turbo Esprit Opy. 
Critical Mass OR jand this 15 the 
last OR 'm À ro inj OR a copy 
f Harrier 
Scuba Dive. So make sure you 
write your choice Of prizelet on 


Lina pt Rr dt. à 
dai, | Ana amoras Lyon mama ms. map as well 25 
atra map retieniaia ploygigimo bg accompany dire Hiegnt T Shirt 
k mes prelurrrio + Fhi r 
ira Mo E br tusndi aro rp Your name, à Tê 


sIZB. 


4 | 


Courtesy of the CRASH OOPS! Department, a bijou 
problemette cropped up in the February Edition with 
the typesetting on DURELL's Win a Video Compet- | 
ition. We've had a good run of entries so far, but all 


was not made clear in the blurb that went with the 
competition — we didn't get all the typesetting out of 


February Issue... 


























rize. Now 


prize you can have & 
: nx OR a copy 
ot Combat L 2a conv of 


Hack AND a copy of É 
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ALLIGATA"'S 
MATCH FISHING 


As we mantioned last ish, the 
Overall Winner for this comp run 
in Spetember/October last year 
was N Palmer who should by 
now have received his notifica- 
tion and may well already be on 
his adventure holiday as you 
read this. Lucky fellow. Second 
Prize went to Gavin Wilding 
who's probably out fishing by 
Now. 


- Runners Up in this competi- 
ton are due for their personal 
copies of the Jack Charlton's 





the machine and, the bit that we missed explained the 
prizes. Here are the words we missed out of the 







In recognition of the 
mistake on our part, 
we've decided to 
continue the competition 
a Irttle longer. So if you 
still fancy a crack at the 
VHS video recorder or 
one of the ten runner up 
prizes on offer from the 
nice people at Durell, 
then get you maps in to 
SABOTEUR MAP COMP, 
CRASH, PO BOX 10, 
LUDLOW, SY8 1DB to 
arrive by April 25th. Be 
quick, now... 


Match Fishing' Board Game — 
but it won't be ready until July 
time. So the nice Mr Palmer at 
ALLIGATA will be sending you 
lota copy of a new Alligata game 
to be going on with, while you 
wait fôr your real prize to be 
made. Nice, isn'the? 


Keegan, an Rd, WG7 SHO; Eve 
il bd Summer Hill, LAIS SUA; Stuart 


Morris, Sunnysida Rosd, DT4 98): John 
Tabin, Pinkston Drive, 627 1PE: David 
Edwards, Chevenirg Road, TN13 2RZ; N 
Green, Glenview Ad, HPt TB; Johnathan 
Reeves, Quarry Hollow, OX3 BJR; Mes Md 
Dunn, Carberry Rd, L$8 100; Shaun 









Fletcher, RaskeH Avenue, T5129BG: Jamis 
Maci D 


ht, den jo Loan, GO3' Pau 
Wattord, Richmond ; ME I6 OLO: 
her Tumer, Wh rme Avenus, 


Galho dE semiemarra nárráçes use; 
Andrew Ealako, Fa 
Jásom E 
James Johnson, Westeila Rd, HUTO 7OS; 
Graham Lasch, Moor Park Ave, CA? 7LZ; 
Justin Ashby, Wayford Close, WAS 70B 


GLADIATOR COMP 


Overall Winner of the Gladiator 
Competition arranged with 
DOMARK im Pesada was Paul | 
Barratt of Queen St, 565 25R. He 
collects a very neat piece of 
original artwork. À bunch of run- 
ners up also collect a nifty | 
“Domarked for Life” T Shirt of 
their very own. Here are their 
names: 


Stephen Hoad, Lancaster Drive, AH 19:3SU; 
Martin Jenkins, Walton Rd, KTE 0MZ; 
Marcas Phokou, Methuen Park, NW 10248: 
Kevin Denn n, MA | Grove. 
VOZ2LE: MJ . Tapton Park Road, 510 
3FJ; Adrian Youell, Gablefisids, Essex; 
Brian Mowett, Kinghorme 5t, DDT 2LZ; 
Pl rpg end Crescent 
6LX; Paul Davies, Lydstep Grove. 
CV3T NS; : 
LET 4XF; Chris Houston, Christehurch Rd, 


Finiayson, 
a 








Vila Francade, Xira, : NM 
Robinson, Marks Rd, RM? 7AF:; EB Bennet, 
Northeote Rd SW'71; ng suo rpof 
Huntsmead, epi ia : Simon , 
Tudor Hill, 873 68D; Paul Tucker, Cheshire 
ens, LEZ BHD; M Durrance, Martindale 
Ave, GUIS 1BB | 


PSS SWORDS AND | 
SORCERY 
COMPETITION 

The last set of results from the 


Christmas Special Comps, and 
boy, did it take some judging! 





| t's clear you lot were very keen 


to win the Laser Disc game. The 
lucky winner was Steven C 
Jarret, of Ashtree Rd, B69 2HD, 
and no, you can't all go round'to 
his house for a go. Well done 
oteve, and now for the runners 











up, who each collect a PSS 
Goodie Bag as a reward for their 
sr designs. Jolly good stuff | 
& 





Some little while back we asked 
vou to come up with a painting, 
drawing or photograph of an 
align space craft. Lots and lots of 
reu did, and we picked the best 





| Send your coupon to: CRASH HOTLINE, PO BOX 10, 
diana SHROPSHIRE SYB 1DB 


hundred out of the giant card- 
board box. These people should 
by now have received their 
Too pindinda ca copies of ACEL. 


Georgé, Wh | NEZ6 35Y; E 
Vau, London NV 2h Harris, 
| Laurigen, a alia, [a 
À fan Terry, arder 
Leu, Besumaris, LLSB 


netton, Brewers lane, POT3 OX; 
road Seotia 


ob Daniel damos, Wihytings 
A ail Street, 


Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 1DB 


O TOA | —. — — O TTTOOTTOTTT— O O — a 
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| CRASH HOTLINE WRITE IN COUPON 


À Please use block capitals and write clearly! 


o mm a mim O 


o RO SR CO GO OS O RR | 


Woud, Rosedale Gardens, RMS LTS ALW; Richard , Lateham Road 
e pi dg Baildon Rosd, DN15 hekla Home 
BDE; G Fisk, Four Winds, TAZ0 1LL; DET37AT: Philip Parkes, Prigstiands 
Nei Taylor Rico, Hull Gary Hewitt, Drive, DES 7AT; Po Loo Reveley, The 
Esauligu Gardens, GUI7 OLB; John Hiron, CV3 EMT; 4 Smaies, Old Close, 
Wilson, Win dh ql : YOM 3DU; Wayne Birch, White 8, 
Woodgate Road, GL76 700: LNT SNP; M Criddio, Heath House, DA 
Martin, Munster Gardens, N13 ZEW; Tim Highfield Avanua, CBA 
non, Highshaidon, LONDON Né; ZA; Aba Mutr, ni Avenue, G75 980; 
Jason Robinson, Wortham W ay, Steven Moore, Greengate, LAB BNF; . 
Found, St Anne's o Cb a bp rt 
Drive, B$15 GRD; Matthew Woods, Combs Belhisid, Julian Road, NG2 SAN; 
Close, SK12 3ED; JW Todd Jnr, Cartton hill, relatar io bad 19 2HE; 
NGs 1FN; David Crozier, Rowloy Crescent, PURE Road, SY 111 
DHS 90Y; Tim Cross AT Hilgrius, À Voort 105, 
EB; A Goddard, Robert's 2363 | E 
norte STE 9 - gira rede ci Boythorps Road, 
pe one | pn 
Hill, LL12 85N E VENUS, ; , 
Orchard 17 “Steven Top, BLO SEN; Linda | Cavendish 
Kendrick, Road, L43 4TU; D NNZ 3HL; John , 
r  ET3E BER; GL Bird, a ea Bam 
Ducketts Mead, CM19 SEG; Linton Simms, | Way, BN 4N5. Paul Rod n, Martin 
| Steven «SMA Ê Fr 


Vickers o Bond, SM aDE The Avenih VOS SIN. Patrick Hartley, 
Wi: 1 Es ; r : 
miar, Cobmead, ALTO OJF; John Nash, | Crescent Walk, WF13 38G; Daniel Warren, 





Ein OAX: Matthew Seiden Road, BS14 PS; S Arnall. Dial 
Walker Kingswood Drive; WBS NX; House Lane, CV5 
à mean bunch of dudes arrived | Mann, Beauley Crescent, DD3 0DH; Kevin 


sá the post as a result of the Cad, Elrerove, Ne CV2S ORE RO 


Gremlin Graphics in their West | Middle Milo St LS 1DZ ; Kye Watson, L 


udidiow 
| Bank competition, Thefollowing | Rd, DV10/INW; Spencer Ellis, Ferndale Rd, 


artistic types win themselves a omfaraai Tidmarsh, pembroka Ay, LE? 


borne, Hillbu 
sweatshirt each fortheirtrouble. | 9TGT; Brett Colher, Pambar Av, London, 
is a Aldeias er SAT; 
J. Morgan, Hampton 11 Steven Place, | 
Khatid, Gladstone Park Gardens, NAR ELA; OB: Derrick, r Close, 
SP Hoad, Drive, RH19 3JU; S05 0EY; Richard Butterfiald, Gold 5t, 570 


My top ivo favourite Programe in descendingorder | 
are: 





TITLE | Ei PRODUCER 
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THE 1985 CRASH 


BEST GAME OVERALL 









BEST ARCADE 
ELITE destii | 
| Firebird FAIRLIGHT 
| | The Edge 













Bo Jangeborg, the programme F, 
Pá : , DA and The Edge, the publishers 
É. + | My Et will be well pleased when they 
w F E o j am nbs game ária 
| dE Es ; | achieved this piece of fame. 
9 READERS AWARDS ROO | ucatrio: 
A) STARQUAKE from Bubble Bus 
o PA A into second place, while 
j MARSPORT from Gargovie 
Games beat DRAGONTORC 
| from Hewson's into third place 
| by two votes, 


ESAGIAT 
ADVENTURE 


At as, after much grunting | MOSDONS 


and groaning, our Database | Melbourne House 


ad 1 





| | | Lenslok can't have made that Minion has keyed in all your Almost a Melbourne In-House 

|| | comstopsinthis supremo votes and come up witha | Sad MonDoNcosEsT 
| | ae, RS nono are cast BU BINO | regalo irem 
| |iyorerereniesonens |  M985 Awards Poll. Here'sa | Ksingwim o, Shvercots 
| don't have to be Dia to be summary of allthe statistical 


beautiful in the eyes of CRASH 
readers, that's for sure. 


evidence we gathered. 













BEST GRAPHICAL 
me | um ADVENTURE 
We've gone through the categories in the same order 
as they appeared on the voting form, so pin your eyes 


back or whatever it is you're supposed to do, and 
absorb the information we have for you. 


ne | roup came out tops! + 
à EST) BEST SHDOT Sublis BOMMANDO drew nearly twice 
is | MOONGRESTA from incentive, 
| rom Incentive, 
| COMMANDO and perhaps a little surprisingly, 
RE | Elite Systems ELITE from Firebird game in 
ET ee ra “riep) | third place. Who says you can't 


The onhy really warlike gameto | doa bitoftrading in between 
enter into the running in this battles? 



















SBOGEELS 


DYNAMITE DAN 
Mirrorsoft 


An easy win in the platform 
| category for DYNAMITE DAN 
|| from Mirrorsoft, which collected 
À nearly a third ofali the votes cast 
| for Best Platform Games. 
4 MONTY ON THE RUN legged it 
Ls into second place, while old 
Charlie Fotheringham-Grunes 
pottered shakily into third place 
dd handful of alchiems 
from NODES OF YESOD. 


66 CRASH April 1986 







Level 9 


A close run contest once again, 
with Level 9 elbowing Beyond's 

MDARK'S REVENGE into 
second place. GREMLINS, from 
the now-defunct Adventure 
International slithered into third 
place — good job no-one fed 
them! 








| BEST FLIGHT 
| SIMULATION 


TOMAHAWK 


| Digital Integration 


You don't mess about with 
someone iying ina Tomahawk 
helicopter. Even ifyou're ELITE 
from Firebird or DAMBUSTERS 
from US Gold you agree to come 
second equal to Digital 
Integration's latest release. 
TOMAHAWEK collected as many 
votes as ELITE and 
DAMBUSTERS put together. No 
contest. 


BEST SPORTS 





ELA 
HYPERSPORTS 


Imagine 


A nice solid lead for 

| HYPERSPORTS with 

EXPLODING FIST leaving a 

'g090d gap and falling into second 

“place. Oldie but goldie MATCH 
AY from Ocean couldn't resist 

coming third. So there. 





BEST WARGAME 


ARNHEM | 
ces | 
ARNHEM battled its way into the | 
lgad, fighting off a challenge 
from Elite's COMMANDO, oddly 
enough. BATTLE OF THE BULGE 
from MC Lothlorien put up 
valiant resistance but had to 
retreat into third place. 





“into top slot in this category. À 


ae do da 


ed rt o e 
De o a À E 
o a 


STATE OF THE ART 
AWARD 


FAIRLIGHT 
The Edge 


WOW! They've cleaned up this 
year, The Edge'll have to move 
to new premises to make sure 
they've got enough room on 
their office walls for all the 
awards they've won from 
CRASH readers this year. Well 
done! ELITE from Firebird 
traded a few places and came 
second, State-of-the-Artwise. In 
third place, Denton Designs 
make their only sppeo rance in 
this vear's awards list with 
SHADONWFIRE. 






























































It's allover for another year: our 
Database Minion can go back to 
sleep until it's time to start filling | 
Apricots (computers you síllios) 
with the CRASHTIONNAIRE 
results. Thanks to everyone for 

etting out pens, scratching 

rains and sending in voting 
forms. : 

All that's leftto do is organise | 















ESEFIZISM 





BEST MUSIC 































FAIRLIGHT FAIRLIGHT the awards and make sure 
The Ed Th | they're sent off'to the rightful 
isa eo o 
; | VI IWe promised 
Bo and The Edge will be Gosharootie! They've cometop | to draw fifteen voting o rms out 


pleased! Coming Top twice is 
not a bad achievement! 
FAIRLIGHT was chased by 
ROBIN O" THE WOOD from Odin 
and Melbourne House's 


for the third time. What a team 
Bo and The Edge make! 
Worldmaker? More like World- 


| ofthe sack and give away some 
rizes didntwe! Yes we did. No 
ess than fifteen winners 
deserve their E 15aworth of 
software anda TShirtto wear on 





dominator ifyou ask this 
Minion. Melbourne House's 















EXPLODING FIST. ROBIN won GYROSCOPE came a the beach this summer. Well, 

second place by one vote. respectable second and here's the names: 

Almost a photo-finish! Mirrorsoft's Musician Brian Neilson, Mull, ML6 BDW; C 
programmer Rod Bowkett Yau, Delancey Street, NWI 7RX: 
eareso DYNAMITE DAN into Michael Kilner, Heathcote 

ird place. Avenue, ÁLIO 0RH; Donald 
BEST SOUND FX OT PANE Findiay, Mansionhouse Rd, 
ST SOUN E TACKIEST GAME EH192TZ; Philip Gosden, 
OF THE YEAR Watersplash Rd, TW17 0EB; 

STARQUAKE | En: sr dy dao soe ab 

fes pe | ; Bruce Oorall, 

Bubble Bus THE GREAT Owismoor Rd, GU 15 4SD; 

ACE RA Alexander Hawkins, Aberdare 

Steve Crow will soon have an SP É CE Gardens, NW6 30A; Andrew 

awardto puton his mantelpiece, Legend Stocker, Farm Close, PR9 70B; 







for just beating Mirrorsoft's Rod 
Bowkett and DYNAMITE DAN 


Jamie Alsamarraie, Scarisbrick 
Crescent, L11 7DL; Jason 

: Andrew John Palmer, Pen 
Ardd, Mill Ad, LLI3 0TP; Kent 
Jacobsen, Lundgardsparken, 
DENMARK; Steve Richardson, 
Pigot Orchard, HP22 4BP; Toby 
Blake, Holm Park, IVZ2 4XT 
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Should we allow this one? Oh 
alright then — Foregona 
Conclusion and all. Anirog's 
FLIGHT PATH 737 managed to 
take off and land in second place 
while SUPERGRAN from 
Tynesoft got on her bike and 
arrived third. 







mere three votes settled the 
tussle for first and second place. 
EXPLODING FIST from 
Melbourne House trailing 
behind just a tiny bit, arriving in 
third place 










| Boing r(, a o B 


A 
Snatch BOING, 


| Elite T Shirts for 4), runners 
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ht's not easy rea di a superhero, 
oralo rtion Minion for that 
matter. They make you sproing 
all round the shop gathering 
things up and generally making 
the place ticly. At least us 
ds don t have to collect 
bombs — only mou bits a 

aper, empty coffee cups an 
E farette aê left all Duo 

SH Towers » by the nasty 

ZZAP reviewe 

Bombjack has ashghtly more 
dangerous | E, to perform on a 
day to day basis — fortunately 
for him the bombs he has to 
collect never seem to explode, 
no matter how long he takes to 
get to them. 

The nice Mr Wilcox at Elite 
Systems is well chuffed with the 
way his programming team 
have converted the arcade 
geme to run on the Spectrum. 

o celebrate the success of yet 
another CRASH Smash, he's 
going to let a lucky CRASH 
reader have a Bombjack arcade 
machine totally free of charge — 
and if you want to own this 
marvellous piece of interactive 
furniture it's-timeto get your 
thinking caps on. 

Imagine you're Bombjack. 
You want to go on holiday for a 
couple of weeks, but first you 


radiais ia Ds dao 


ú NAME 


! ADDRESS 


oe aU RE CE CRC CEC CEC om 


EE NEN 


diam. ESE 


mm: 


have to train an assistant to 
collect the bombs lying around 
the five exotic locations 
contained inthe game. Read the 
review that appears on Page 20 
po this issue very carefully and 
ether a Bombjack Super 
ro Emi Collecting Manual 
to: pass on to your apprentice 


gro. 

Ht might be helpful if you 
mentioned all the nasties 
contained in the game, for 
instance. Artist's impressions or 
diagrams of'the attackin 
meanies should be useful to 
Nou successor — and if you feel 

ike offering a few tips and hints 
on achieving a nice high score. 
«well pop them in your 
Bombjack Manual as well. 
Include a portrait of the 
prentice hero you would 
se to take over your bomb 
collecting role as well, if you 
like, but whatever you do, make 
sure those entries arrive at 
BOMBJACK MANUAL, CRASH, 
PO Box 10, Ludlow, Shropshire, 
SY8 1DB before 24th April — 
that's the day well sort outwho 
wins the machine to play on 
their holidays! Make sure you 
pin our official entry form to 
your Manual — ar copy it onto 
the back cover, atthe very least! 


FORT TOTO ei im O mi 


eo ooo e ond hm E 


e. ater. ma 


oo O Ou a O O O O O a 
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Pu e 


= pril is a relatively quiet time in the microcomputer 
caca games world when commentators like myself and 
FÃ | the companies which produce the games ponder on 
LSD) the state of the industry now that we've seen the 
A Mp à last of those long wintry nights. Three aspects of 
à the games playing scene have recently made them- 
F! selves conspicuous. 
4. The first is the rise of the cheap game reflected in 
Mastertronic's standing as a chart success 
company, Cheap games have become much more interesting 
recently and have become an important and sizeable part of the 
market. In particular the standard of graphics has risen markediy 
which has gone a long way towards compensating for the lack of 
originality expected of such games. In turn this has put an enor- 
mous amount of pressure on the expensive games to provide not 
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only the last word in graphic techniques but also innovative feat- 
ures and storylines. The strain in producing such blockbusters is 
almost tangible to anyone who has dabbled with the idea of writing 
a computer game. Expensive games require an immense amount of 
time and dedication on the part of the programmets, 

The second aspect is the demise of the small independent soft- 
ware house and the rise of the large combine. While the British 
Telecom and Ocean empires expand, so the independents have 
contracted, along with their innovative philosophies. Ultimate were 
innovative until their later games were little more than an attempt 
to cash in, 

The third aspect is the appearance of a new computer, compatible 
with the 48K Spectrum, which all and sundry have attempted to 
abs take apart. The 128K is in fact a fitting compromise betw- 
een technical novelty and software compatibility. Such compat- 
ability has ensured the computer's success and promises to supply 
a steady stream of games which utilise more memory, display finer 
graphics, and encourage greater interaction. The chief beneficiary 
will no doubt be arcade adventures, but the arrival of the new 
Sinclair model will be applauded by all quarters of the computer 
retail sector. 





FOURMOS 
ADVENTURES 


Producer: Global Software plays like a very good program 


you below ground or after night- 


| fall. What tends to come out of | 


the shadows is a whole horror 


| film of assorted nasties which 


become more obstructive the 
deeper vou go down the 
dungeon. To light the shadows 
your player, whether elf, human 


many torches vou have left. À 
lantern casts a larger lighithan a 
torch and when a torch goes | 
down the lighted area it reveals | 
slowly diminishes and the dark» 
ness closes in around you, 
There are six quests and if this 


e | were not enough there are many 
cc Price: [7.95 but the graphics are crude by | or cart, uses a lantermn and | variations on each theme. The 
Authors: various todays exacting standards, and | torches. As you move around, | same quest can be tackled by 
ond y indeed, if any criticism can be | the shadows sweep across the | different players in competition 

| AA aimed at a tape that brings you | floor in a very realistic fashion. | where how long each game 

- Well, we've had hit compilations | four full games for under É8, tis | When in the dungeon you must | takes and how many times ithas 


inpop musicand, more recently, 


compilations of computer 


Classics. Here we have four adv- | 


Enture games, which, if not clas- 
sics, are above average and well 
worth a look. The tape carries 
four adventures chosen by Tony 
Bridge who writes a weekly col- 
umn in Popular Computing 
Weekly. 

Heading the cast is Mizar's 
Out of the Shadows which was 
omashed here in December B4 
only to flounder for reasons only 
too familiar to small computer 
companies — the shops would 
take anything from large estab- 
lished firms, obvious winners 
rom small concerns, but noth- 
ing involved or adventurous 
from new quarters, The fact that 
the high street shops ended up 
witha big load of old rubbish on 
lWeir shelves nm any case is 
neither here nor there, small 
-games houses didn't stand a 
chance. Out of the Shadows still 


that the games on this tape are a 
little dated. That said, the tape 
represents excesdinaly good 
valve for money. 

Out of the Shadows is an 
arcade adventure which dwells 
in the world of monsters and 
magic requiring a subtle blend 
of technique with out and out 
battle bravado. It stands as one 
ofthe more successful attempts 
to bring the flavour of the 
Dungeons and Dragons game to 


| the computer screen. The fig- 


ures behind the game are 
Impressive. 300 commands, 500 
locations, 14 types of monster 
ana 50 different types of object 
describe what is a deceptively 
complex game [for some tips on 
play ses CRASH May 85). 

The principal innovation 
which runs through the game, 
and the one which gives the 
game its title, is the way the 
Asp about you is illuminated 

Y your flame when play takes 





keep an eye on the level of oil in 
your lanterm and check how 


fts morning and Cameron, to 
having Pri Ap in DOUTOR 


been saved are the deciding 
factors. À hero of one encounter 


rapher extraordinaire is 
HE SHADOWS 
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can set off on a new quest with 
the same hard won trophies, 
Possessions such as torches and 
copper coins are soon amassed 
by opening or attacking crates 
and jars. Valuables can be taken 
to the shop for the buying and 
selling of provisions such as 


“food, needed to counteract the 


energy-sapping spelis you cast. 
Delving  deeper into the 


| dungeon you meet more power- 


ful adversaries and the burden 
Of ever increasing treasures, 
which meigh you down and 
make you short of breath during 
combat. Taking on foes leads to 
increased confidence, strength 
and dexterity. Should combat 
become too injurous, it's worth 
remembering how natural heal- 
ing occurs at a greater pace 
nearer the surface, 

Project X — The Microman 
was reviewed here in Sept- 
ember 85 and was the game that 
used every programming aid in 
the book: Melbourne Draw for 
ts loading screen, Quit! & filus- 
trator, and The Patch, à progr- 
amming device which explains 
the sudden appearance of start- 
lingly realistic telephone ring- 
ings, wailing sirens and so on. 
The game sports the extremely 
useful STORE/RECALL from 
memory commands while the 
standard of screen presentation 
is very high with a smart and 
helpful text layout and different 
colours breaking up the screen. 

The story centres around a 


| Professor Neil Richards whom 


vou play as he struggles to come 


| to terms with a freak accident in 


his laboratory. While working 
there he irradiates himself and 
immediately drives off to his 
colleague's lab a few miles 
away. Your task is to enter the 
colleague's home but your size 
has been reduced to that of a 
hamster and your friend's house 
is protected by COM 2, a high- 
tech security computer. e 
computer's chief task 15 to stop 
intruders entering the lab, 
something you must do to attain 
the antidote to the animal minia- 
turization you have inadvertent- 
y turned upon yourself. 

The Mural |s the second pro- 
gram on side one of the tape 
which is noteworthy for its curi- 
ous introduction. The story goes 
like this. lts a sunny day and 

ou're walking along Neasden 

igh Street in the hope of find- 
ing some excitement when sud- 


| denlhy you're accosted by two 


men wearing suspender belts 
lanything 15 possible in knees- 
up Neasden). You discover you 
have been sent by the Tight- 
mouse Board of Censors to en- 
gage you in a task of painting 
over an obscene mural. Having 
made their deliverance they 
knock you out, and here's where 
we actually get to the adventure 
ou must tackle — vou awake to 
ind yourself in a cave. 

The first frame has moss and 
lichen growing in a large dark, 
dank cave but moss and lichen 
need light so that ruins this one à 
bit. Getting “into the adventure 
things don t improve much. The 
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Lhe 


Front 


ER z bLE., 


Sitting in the front seat of your car in PROJECT X — THE 
MICROMAN. Can you reach the stesring whael, oh tiny one? 


| whole of this adventure has a 
"dated feel. lts linear storylineun- | 


folds in a tacklustre fashion with 
the poor and inadequate EXAM- 
INE command responding when 
the program deems it necess- 
ary. The program only responds 
when you're getting somewhere 
and so the onesvay feel of the 
plot becomes only too apparent. 
n general the program is un- 
responsive and has a bad case of 
the “You Can'ts'. Not far north of 
the first location you'll meet a 
penguin who jumps in to block 
your return south. There is 
nothing wrong with not being 
able to hit or kill the flipping 


animal, butthe program couldat | 


least acknowledge your attem- 
pts to do something that's pretty 
obvious given the circum- 
stances. There are many examp- 
les of dated vocabulary sorting 
with GET MAGGOTS failing to 
piek up a TIN of maggots and 
GET PASS failing to acquire a 
pass CARD. This kind of nit-- 


picking awkwardness in advent- | 
uring passed long. ago — now | 


authors are much more consid- 
erate, In other areas the 
program goes beyond being 
unresponsive and strikes a note 
of being purely maff. When try- 
ing to enter the back door ofthe 
Eonge to the south OPEN 
DOOR is unsuccessful while 
UNLOCK DOOR does the trick; 
this 15 without picking up or 
using a key! 

lhe Mural is the type of 
adventure which just sits there 
waiting for the player to input 
the one and only correct sol- 
ution. While it waits, It sees no 
reason why it should keep you 


| entertained. The lack of inter- 


action has you quietly going off 
to sleep. The location descrip- 
tions are rather good but not 
extensively researched and the 
overall impression is not a good 
one. 

Galaxias, the fourth game on 
the cassette, is from the same 
devious mind which devised 
Bored of the Rings and Robin of 
Sberock, namely | Fergus 
MeNeill. This game predates its 
two famous successors but is an 
early sign of the inventive 
genius wlich was to give The 

ui! some rare chart success. 
Loading up, the game presents a 
pleasant face with a very atiract- 
Ive futuristic redesigned charac- 
ter set. What's more, it is emin- 
enthy readable. Exits are clearly 
marked and there are a few, 
rather average, graphics. 

"Ba space pirate your mission 
is to tour the planet of the local 
system and find a fabled crystal. 

e on board computer gives a 
rundown of the planets within 





range and much of your time is 
spent exploring these planets, 
collecting the items there, and 
deciphering the clues scattered 
about them. You begin in the 
hideously  decorated  Zagro 
spaceport, | mean, can you 
imagine a mirror glass corridor 
with a green roof hght. The first 
part of the adventure unwinds 
itself in a reasonable manner 
except for the discrepaney by 
which food is eaten from the 
inventory while drink is drunk 
but remains in your list of pos- 
sessions. An alcohol reciam- 
ation unit offthe bar turns out to 
be the tóilet with soft music to 
help you relax. The wall behind 
the bar is burnt with many laser 
scorch marks. There are quite & 
few other examples of the bud- 
sa Comic genius, 

jalaxias is an Interesting pro- 
gram with a superb redefined 
character set and some wel- 
come comic touches. The detail- 


ed descriptions of the different. | 


planets you visit make the game 
most enjovable and a notable 
member of the four. 


Atmosphere 
Vocabulary 
Logic | 
Addictive quality 
Overall 


Ló CO O CO O 


PROJECT X — 
THE MICROMAN 


Difficulty: mary tricky points 
due to unfriendiy vocabulary 
Graphics: some, generally poor 
Presentation: good use of 
colour in redefined text 

Input facility: verb/noun 
Response: instant Quil! 
response 

General rating: good value 


Atmosphere 
Vocabulary 
Logic 

Addictive quality 
Overall 


THE MURAL 


Difficulty: not difficult 
Graphics: none 
Presentation: good 
Input neo verb/noun 
Response: tast 

General rating: strange, 
humorous in places, but 
generally disappointing 


Atmosphere 7 
Vocabulary d 


Qu 


Looks like pou're in some sortofs library in MURAL, Asagh! 


dodge the falling penguin! 


NETO 





Hard 14 am insp ii ring col Llection. 


às you enter 
drops from 
starts 
block in 

cannot 


«TAKE BOOK | 
It's not here. 


(Full revigws of Out of the 
Shadows and Project X — The 
Microman appeared in the Dec- 
ember 1984 and September 
1985 issues of CRASH respect- 
ively. The ratings are repro- 
duced here.) 


COMMENTS 





OUT OF THE SHADOWS 


Dificulty: easy to play but will 
take monthe to complete 
Graphics: good original lighting 
concept 

Presentation: very good 

Input facility: arcade response 
Response: good 

General rating: excellent 





a huge penguin 
To ceiiing and 
s to eat a 

the sou 
CETIM A RAM ET 


pack Lumch., 


h door. “Tou 


Logic | 5 

ddictive Quality 6 
Overall (5) 
GALAXIAS 


Difficulty: quite easy 
Graphics: a few, average 
Presentation: superb character 


set 

Input facility: verb/noun 
nse: fast Quill response 

General rating: entertaining 


Atmosphere 7 
Vocabulary 7| 
Logic 7 
Addictive Quality 8 | 
Overall 7 








| 


Producer: Number 9 
Price: f9.95 


| Author: Garry Marsh 


Hhink how well this game does 
will not rely so much on its 
detailed review, 
games-player's feelings to- 
wards the subject matter. The 
Beatles were a long time ago, 
and unless you've been watch- 
ing too much television you'll 
realise by now that the home 
games-playing market is quite 
young (the belated conversion 
of a staid publishing rival is 
testament to that). 

Let's have a look at the first 
frame, which follows a picture of 
the famous zebra crossing out- 
side the Abbey Road recording 
studio in London. “You are in a 
bedsitter, circa 1969. You recog- 
nise it from the Hist/s00-sit-com 
vids back home, eg Hancock and 
E Liver gabi pos Eae 
wallpaper is brown an ing, 
the grade light bulb Aickers 
dimby. You can see a sink full of 
dirty dishes; the cooker needs 
Cleaning. At the far end of the 
room-is a divan bed. Someone is 
lying on the bed. A telephone 
lies nearby. You can see a pair of 
knitting needles.' 

You might be a little puzzled 
by some of the above, so let me 
take you through it. Your vigw of 
the Beattes era is from a space 


BEATLE QUEST 


but on the | 





venture will onhy be assured if 
you first familiarize yourself 
with Beatles lyrics, which, natu- 


rally enough, will only be easy if | 
vou possess their records or | 
ave one of the many books | 
ublished shorty after John | 


ennon's death on a New York 


street — an event which made | 


no more Beatles reunions a cert. 


An appreciation of sixties slang | 


wouldn'tgo amiss either. 


Beatie Quest, from à Company | 


that gets its name from a joke of 


John Lennon's which coatesced | 


around the number nine, is full 
of sixties atmophere. Everyone 


seemed either naive or idealistie | | 


in the síxties, but society seem- 


greedy, grabbing, fizzy, sickly- 
sweet, simplistic, 
effervecence of the eighties was 
never suspected; if it was, | 
doubt whether a single hippy 
would have bnthorda etting 
out of bed. Recently radio sta- 
tions have been playing fresh 
copies of sixties classics, not- 
able for the sharpness of the 
lyrics, and the BBC are repeating 
& Hancock half hours. Like the 
recent Till Death Us Do Pan 
repeat, Hancock showed how 
good televiston could be bafore 
he BBC settled down into its old 
ime of cold baths, pathetic 
sell-outs and a feeling that its 
primary purpose was to keep the 
masses quiet and blissfully un- 


station of 2953, where life is | aware. |fthe recent nostalgia for 
A girl in a beeisit greets you in a game for musicologists 


[Le 








Pé A RE 


sedate and peaceful — an 
boring. All your needs are 
catered for a, the supreme 
machine Sel-Taeb 4, a word 
which if reversed says 4 Beatles. 
As keeper of the archives it is 
your responsibility to ensure 
that the New Earth retains its 
past. Your present interest is in 


the pre Dark-Times mythology, 


particularly the ballards of the 
so-called New Renaissance Min- 
strels. The four kings of Emi are 
more familiar to us as the four 
musicians who gave EMI some 
ué Arroba years. 

2 way in which you score 
points in the adventure is very 
much like any other, with the 
player collecting objects of in- 
terest and returning them to the 
bedsitter at the start location. 
What is different is that the 
collection of some items seems 
to decrease your score — or 
perhaps asking for your score 
reflects a competitive attitude 
unbecoming of the sixties? Also, 


your advance through the ad- | 


| and Beatia fans, that's BEATLE 





o EM de O LEE 


ia 
| ictive Quality 


QUEST, 


rigaa! Dado 









Eira] ATT A god ba E 
goias PLA dia lero pr o cia o duda lada 


the sixties continues, and re- 
places the nostalgia for Victor- 
jan Empire, the BBC mill be 
better for it. Thesuperbly crafted 
and atmospheric adventure of 
the fab four, featuring officially 
endorsed lyrics, isn'ta bad place 
ne start your trip down memory 
ane, 





COMMENTS 


Difficulty: difficult 

Graphics: some — imaginative 
Presentation: redesigned 
character set 

Input facility: verb/noun 
Response: fast : 
General rating: psychedelic 


Atmosphere 
Vocabulary 


Overall 


eda pose deal happier forit. The | 


superficial | 


TIME SANCTUARY 


ad =) UM O CO 


Producer: MC Lothlorien 
Price: [7.95 


Authors: Peter & George Carmpouloni 


To put it bluntly this game is like 
a cut down version of Lords of 
Midnight without all the inter- 
esting bits. The graphital style 
could be described as “art de la 
primary school” with blocky 
trees and characters depicted as 
small blobs. What with the large 
trees and small houses the 
whole thing looks out of pro- 
portion, What you do with the 
game is hardly awe-inspiring 
either, and its playability is lim- 
ited and becomes rela 
Professor Mathius Caltulus 
has been murdered and you, his 
closest assistant, are under sus- 
picion às you alone possessed 
the security pass to the laborat- 
Ory's security door, The prof's 
latest invention was a time 
machine and rather than stick 
around to face the inquisition 
you decide to take your chances 
on a trip through time. Perhaps 
you might be able to go back in 


Dne of the rooms in TIME SANCTUARY, decorated 
according to the minimalist schoo! of fumishing 





Based on Beatles Lyrics 


| temples, forests, lakes and other 





An Adventure | | 





By 


4 - Garry Marsh 


SOFTWARE 





time and prevent the murder 
rom happening. 

The time machine maifune- 
tions before you can reach the 
Time Sanctuary. You end upina 
strange land populated by tribes 
and the wizards which overses 
them. There are villages, 


E that you must explore 
efore you can seriously hopeto | 
find the time machine and the 
fuel to propel it. The local people 
are a very important factor in the 
game and a good relationship 
with them will see you progress 
smoothly, The natives and the 
monsters of the land each follow 
their own way of life but you are 
able to communicate with them. 

: Of these are friendly, 
others unhelpful. Their person- 
alities are summed up between 
the attributes of stamina, health, 
intelligence, greedyness, hon- 
esty, bravery and attitude. 
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Ar over-riding factor is the 
limited amount oftime available 
for your quest. Should vou take 
too long your flesh decomposes 
and vou will have had your 
chips. For example, to search a 
house takes 15 minutes while 
aeipcagãe So person takes 5 min- 

utes. his concept is a touch 
implausabie but having the time 
count down on the main screen 
| may have added something. 

To move about you press 1 to 
turn left, 3'to turn right and 2 to 
move forward in the chosen dir- 
ection. E enters a house, M has 

ou talking to someone while | 
brings up your inventory dis- 
plays the time remaining. Sub 
options allow-you to search a 
house (which all look much the 
same) and scrolling windows 
| give you the chanceto bring two 
words together to say some- 
| thing meaningful to any char- 
acter vou might meet, The one 
| thing wrong with the system is 
its apparent arbitrariness 
whereby à character alternative- 
ly looks scared or does not look 
scared and so on. 

Time Sanctuary is a game let 
| down by its looks and its playa- 
bility, The characters all look the 
same and the game soon lapses 
| into the familiar territory of all 
| games which haven't quite been 





thought out properly — bore- 
dom, Just as a book must hook a 
reader less he become disinter- 
ested, so a computer game must 
involve the player to an extent 
that he wishes to more than just 
see the game through. 





| Difficulty: takes a long timeto 


discover what you have to do 
Graphics: simple 

Input facility: scrolling windows 
Response: average 

General rating: flawed 


Atmosphere 


Logic 
Addictive Quality 
Overall 


NH oa 


TEMPLE TERROR 


Producer: Atlantis 
Price: E 1.99 
Author: Robert Burgess 


me io software is here to stay, 
and 


way of enjoying adventuring. 


The game is basic and straight- | 


forward, but eminentiy playable 


ere Atlantis offer a cheap | 


vious explorers who tried to 
uncover the secrets of the tomb 
were never seen again, and 


Archie soon discovers their fate | 


as he sets out on his quest in the 
temple. 

The layout and feel of this 
adventure are very traditional. 
Objects are scattered about in 
sensible places, and the solu- 
tions to the problems are logical 


and go down nicely as play 


FELEPORT 
R & 


| Fat 
dE ka. 
ANSA BET 





The pretty new character set used in TEMPLE TERROR 


and would be especially inter- 
esting to a novice adventurer. 
Archie the explorer is trying to 
save his daughter, whose life is 
in danger from an incurable 
disease. She has been given a 
month to live, but there is a 
glimmer of hope. One day he 
reads of a newly found temple 
where a legendary elixir of 
healing is said to lie. Two pre- 
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proceeds. Some ofthe problems 
are cliched, like how to get rid of 
the vampire (yes, that one 


| again!), but most are novel or at 


least fun. The vocabulary is 
notable for its insistance on full 


word entry, though T for TAKE is 


astyl: The effort of the et 
entry system |5 compensated by 
its “intalligones when EXAM 
CANDLE gives a different res- 


CURSE OF 
SHALETH/ 


DESPERADO 


Producer: Central Solutions 


Price: £1.99 
Author: M V Gearing 


These games come in the 'dum- 
ped in your lap with no docu- 
mentation now get on with if 
category. | get the impression 
from what little | have that these 
two games are offered as the 
one package. Curse of Shaleth Is 


a reasonable jaunt which has | 


THE CURSE 


Anominous poreafapenaio Front of you as you struggle with 





nse to EXAMINE CANDLE- 
ICK. Perhaps the system is à 
touch pernickety when EXAM 


MURAL elicits “You see the 
mural”, while EXAM MURALS 

mes “You see a picture of the 
abled elixir in its special room | 
Alhthough EXAMINE is not error- 
checked (EXAM NONESENSE 
gives You see the nonesense') it 
5 very powerful and atmos- 
phere enhancing, with every 
important item or place in the 
adventure eliciting some res- 
ponse to the command. 

lts not just the EXAMINE 
command which gives intelli- 
gent responses. CLIMB TREE 
near the start elicits The trees 
start swaying in the breeze so 
Ko decide not to”, and even the 

VE option very kindly guides 
with a reminder that the game 
saves in three parts — very 
polite. LIGHT CANDLE in an 
dn Piel location ana uni 
get Why do you want to light a 
candle in a lighted room”, 
which is helpful; the response 
“Fm sorry | dont understand 
when you try to illuminate a dark 


| room because you don't have 
| the matches is less helpful. The 


roblems are often solved by 
avingthe appropriate object to 
et through the corresponding 
ificulty, in the simplest case 


you cast as the captive ofa collar | 
curse which tightens around | 


our neck as play progresses. 


sperado is the type of game | 


where, unlike Shaleth, it is easy 
to wander about for miles. In 
terms of difficulty the games 
compare like chalk and cheese, 
Curse of Shaleth proves very 
difficult beyond the fourth loca- 
tion. | should know because this 
is how far | could get. The first 


tor example — key for a door — 
passage is automatic on poss- 
ession of the correct item, 





Although the game only uses | 


the Spectrum capitals for its 
print it is neatly presented, with 
occasional inverse printing and 
colours to pick out reports and 
the inventory. There are no mid- 
compass directions like NE, SW 
and so on. 

Temple Terror is as straight 
forward and as traditional an 
adventure as you can get. To à 
novice the game has much ta 
offer, and at its low price many 
will no doubt discover the sec 
rets of the temple without too 
much loss of sleep. 


"COMMENTS À 





Difficulty: easy to moderate 
Graphics: none 
Presentation: neat 

Input facility: verb/noun 


Response: fast enough 
General rating: cheap and easy 


Atmosphere 
Vocabulary 
Adilictive quai 
ictive quali 
Overall pi 


a a a] a) ma] 





frame goes like this: “Evil taints 
the air as you stand alone in the 
air of Shaleth, master sorcerer 
and mightiest of the Dark Lords. 
To the north an iron door stands 
n, the dark passage beyond 


unadorned but for the years of 
dust, surround and seem to im- 
prison vou”. Any mistakes in the 
above can be attributed to the 
fact that the redesigned charact- 
er set, though atmospheric, is 
difficult to read. 
In the ve 
meet the body of Shaleth which, 
when examined, appears um- 
conscigus. SEARCH 
you discover a silver amulet. As 
| vqu search, the collar tightens 
around your neck, an evil laugh 
fills your mind, and the body of | 
Shaleth decídes to disappear. 
That leaves you with just the | 
lobe but at least the program 
iferentiates between SEARCH 
and EXAM, api | always 
take as a n 


trapped within the crystal but 
XAMining the runes reveals 
nothing special, while READing 
lhe runes aa the abrupt “You 
cant do t 

amulet does give 'the amulet is 
strange, half wolf and half bird, 
| An inscription says, this trinket 









little in the way of es- 
ve. bleak stone walls, 


first location you | deputy 


ODY and 


ni wo 


ood sign. Inside the 
ie Eve of the Runes, 


EXAMining the 





RAM A: 
A 
| ad dA REA YEAR IN THE 25th CENTURY o D TAKE E ca TO PARADISE 


PAY 


has power, three times may you 
spend. Just utter the word but 
look to the end.' To the north, 
through an open door, you finda 
rusty saw which proves useless 
when trying to saw the barred 
windows to the east and west. 
' Vyve given you allthe clues, now 
| can you get any further? 

Let's have a look at the flipside 
story. A week ago the sheriff 
drove out of town with a posse 
to capture Black Jake and his 
gang who robbed the Sweet- 
water Stage for the fifth time. As 
ou are 
Eargu of law and order. You're 

etting anxious about the 
fato of the sheriffl — maybe it's 
time you rode out to atd in the 
capture of that low-down, no- 
timing Desperado. 
he game has a lot of desert, | very 
cotton grass flats, and general 


AY 


"a 
O e ma 

o ten a 
Eq q ERA 17 


left in solte | There's 


around outside tha town jail in DESPERADO — 


you're just across the stress from the saloon in caso thirst 
OVEFCoONes VOU 






































VACAS 
ENAVIENA 


ADA RIA “a 


k tea É Da ndo 
ETR a | = RT E + 
e STAND a Eee te a] a 


darkness on the pira of towns, 
the usual 
adormments of Jailhouse, 
dertaker, Saloon and Hotel thr- 
ough which you pass looking for 
the odd stetson, canteen, and 
the occasional hand of poker. 
Any problems | did meet were 
gasy to deal with — per- 
haps deceptively so? 


Difficutty: difficult 
ame 

á gli ipi 
put Facility: v/n 

Response: fast 


Western 


Atmosphere 
Urm- 


preço 
Addictive quality 
Overall 


 DESPERADO 
Difficulty: easy 
Cranbior: passable 
Presentation: Okay 
Input facility: v/n 
Response: ast 





Atmosphere 
ego 


Addictive quality 
Overall 


A VA 


KIA MNA 


THE WORM IN PARADISE 


| Level 9 have spent 12 months enhancing 

| their adventure system with world-beatin 

| Teatures for the coming RR gd À THE 
WORM IN PARADISE is ego to 

| use this new system, 


“The Austin 4 haven't just produced, in 
THE WORM IN F A new SS — 
theyve created a whole new ball game in 
adventure technology .. The latest title 
olfers a 1000-word vocabulary, the most 
sophisticated parser ever incorporated in 
a cassette- d rd and the refine- 
ment of multi ou'd have to 
spend an evening rd api A Thesaurus 
to come up with E a rep to do 
justice tô TRE ARADISE. y 
not only offers stunning E bee at times 
distur iy in the overworked 


bing) originali 
reaim of science fiction but algo embodies 


state-o-the-art programming techniques 

which will allow vou ellorilessly to give 

reigntoyourpowersolcreative deduction” 
— Commodore User 


"An excellent adventure, atmospheric, 
devious and full of the ingredients thai 
| have established Level 8 as probably the 
| best ja adventure house to- 
date — Computer Trade Waekly 


application. This game 


“Iwill describe this game in 3 words: Sheer 
unadulterated brillançe. Rarely have | 
played such a wondertul, enthralling 
adventure ... The puzzles are entertaining, 


tough and logical. The storyline is imma- 


Culate, in its originality, concept, and 
inco tes Level 
q cfiact b a which has to be used to be 
balia Complex, and multiple input 
commands are understood, and the game 
is extremely userliendly. In short, 
morigage your computer, and get a copy. 


Immediately!” 


— The Adventurers Club Dossier 


He Pirai ROCOLADE. "The game is 
in terms of interaction ... fascin- 
ira óriginal and clever. OVERALL phditia 


“probably the company's best adventure 
so far' — Mitróscope 


“YOUR SINCLAIR MEGAGAME 9/10" 
-—- Tour Sinclair 


“The final big difference over previa 
games is the size of the vocabulary. T 
can LOOK, of course, but É poe can de 
LISTEN and even SMELL .. vel 8 claim 
that the program vrill understand over 1000 
words ... about five times às much as most 
other present-day cassette adventures. 
«Out of this worid"' AA Rating 87% 
— Amstrad Action 
THE WORM IN PARADISE is available on 
& micros, All versions with the exception of 
the BBC have more than 200 pictures. 


ga list ol games for other micros — 
RPERISE, LYNX, MEMOTECH, 


NASCOM, ORICI is available on request | 


— please send SÃE.) 


Please send me a FREE FULL COLOUR POSTER with more details of Level 5 adventures on the back. | enclose a stamped, selt 


| addressed envelope about 9" by 6”.* 


| Please send me THE WORM IN PARADISE on cassette for the 


AMSTRAD 464/664/6128 | | 


ATARIGAK || 


BEC32K [| 


Lenclose a cheque or postal order for £9.55.* 


My Names 


My Address is 


COMMODORE 64 [|  MESX6K [| 


. A 


General rating: not bad 


SPECTRUM 48K |] | 
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CURSE OF SHALETH 


Graphics: alright for a cheap 


General rating: quite a trek 
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As with all parts of the column this month there has been a huge 
response to SUPERHERÕES, “ As you sail down the river the words 
ofthe party ring through your head. Congratulations, for you are 
truly a master adventurer. We know you will not fail in the 
adventures still to come your way. “ This is what greeted our Lord 
of the Rings SUPERHERO at 3.30am on Gth January. Keith Moore 
just pipped /Graharm who discovered the message a few days later 
on the Sth. Matthew Vewel! in West Bromwich completed 
Mirdshadow on the 20th of January at 8.35pm just beating Gregory 
Qurnn to the accolade (25th). Philip Hancock sailed the full breadth 
of the Seas of Blood on February 20th, 
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accialmad Questprobe 
the undisputed master of 


ip oÉ the evil Dr. Doom? 
2 you have to control both 


gi 
and The Human Torch in their mission, set by 


DO pires Written by Scott Adams, 


Examiner, to rescua Alicia Masters from 


the evil terror of Dr Doom. 


Can vou control the awesome powers Of Tao 
Marvel super Heroes at the same time, ahi rescue 
gh 


Abcia Masters from the p 


E this the third of the hi 


“the artooé adventure writin 


Tem 


e" ; 7 ag 





RULES ON ROLES 


Dear Derek, 

Hhought | would add my 
opinions to the continuing 
debate over the Role-Playing 
Adventure. | play RPGs [AD & D, 
M.E RP. Star Trekand Judge 
Dredod among others) and while 
Ihave read with interest the 
various letters extolling or 
condemning the various 
attempts by programmers to 
bring the RPG to the computer, | 
feel that most of them are 
missing the point, 

By their very definition RPGs 
are games where lhe players 
create PCs (Player Characters) 
according to the particular rules 
system of the game concerned, 
and then proceed under the 
quina nce oftheir Dungeon 

aster or Game Master to take 
part in à sgenario, It is at this 
point that computer games and 
the normal game start to differ. 
"— Thewholeidea of role-playing 
5 to take on the part ofthe 

character and make decisions as 
ou would think he/she would, 
or example: imagine KRAGO 
the Brave and Fearless Fighter is 
out adventuring. In searçh of 
that ihusive fortune that, 
however hard he tries, always. 
seems to end up in the tilof-the 
local tavern. Well there is Krago 
wandering through fantasy land 
when he espies a large tower 


decorated tastefully in gold and 


gems. Well, thatwili do forme, 
he thinks to himselt and without 
amoment's hesitation proceeds 
to charge towards the tower 
“doing a fine impression of a 
medievalRamboand 
umtortunately is shot to death 
byOrcarchers before he gets 
within 50 yards of the main 
“gate. Álas end of attack, 
'Shame. 

The reason things like this 
happen is because the player 
must/i5 supposed to actas his 

“Character would, or at least as 
the player sees it, according to 
the statistics and personality of 
the PL. In the above example 
while Krago was brave, strong 
and fearless he was also, 
untortunately for him, rather 
dim and lacking something in 
the brain department. The 

player who was playing Krago 
was aware of this and so 
reacted as Krago would have 
done had he been real, je charge 
in and get the treasure first 
before checking outthe 
situation and doing a recce. This 
is the essence of role playing, ft 
should be “well, what would my 
character do' rather than “what 
shall lido nowe!'), 

In computer games the 
“player, although often given a 
character with à background, 

still reacts to outside stimuli by 
ollowing courses of action he 

— orshe would follow rather than 

what the character would do, 

This is why leel there is as yet 

— moproperroleplaying 

“adventure yet available on the 

computer, although some brave 
attempts have been made. 
Giving the player a name anda 


short history background to the 
person(s) he is playing isnot the 


same thing at all. | realise it 
would be very difficult to 
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program a computer so as to 
arrive at an end where the 
Pee actually plays AER 
DRESSAIR the Mighty Elven 
Maga reacting and performing 
actions that Aer would do, and 
ofwvhich he would have 
knowledge rather than giving 
the player a name to use and 
then just letting him get on with 
it. l hope you can understand 
what Em getting at. 

As for ideas for getting round 
the problem Ithink the best way 
at the moment (until some 
clever person invernts a super 
computer) would be to have a 
game that required both a use of 
the rather more standard paper 
and pen as well as a computer 
program, 

Firstly. it would have to be a 
game where more than one 
Error can play (something like 

he Prinçe). The actual 
characters could be created by 
the computer program, like 
some of the ones available to 
generate AD & Deharacters, or 
by more normal dice rolling 
methods. These characters and 
their statistics could then be 
written down and the player 
could develop a quick persona 
for their PE. Ta actual scenario 
could then be loaded into the 
computer and the players could 
then take turns attyping in 
responses to the computer's 
prompts, just like a nórmal 
adventure in fact. 

The beauty of this system is 
that the players can react to 
situations as their character 
would. Qhbvtously, the program 
would need to be intelligent to 
copewith unorthodox requests, 
rather than the annovying “you 
can't orldon't understand'. 
Any statistics used would also 
haveto have a use, jestrengthin 
combat and dexterity when 


picking locks. Personally | feel 
this sort of program would be 
closer to role-playing than just 
gming the player a name and 
land to identify with. ht wmould of 
course rely on the player 
actually doing what their 
character would do rather than 
what they would themselves, 
so they would have to restrain 
their urge to cheat, or 
alternatively appoint «a DM to 
watch over the proceedings and 
possibly type in responses at 
the computer to stop those 
whose wise side gets the better 
of them, 


Duncan Hoyes 
Higher Blackleg 
Manchester 


[think you may be taking the 
idea of following the rules in 
a role-plaving game a hit too 
far. Was ft really necessary 
for Krago to behave 
suicitdally in his attack on the 
tower? After all, even the 
most stupid animals have a 
sense of danger and self 
preservation. Besides, isn'tit 
more important in role- 
playing to be consistent in a 
character's behaviour rather 
thanto behaverigidly 
according to an initial set of 
statistics ? te E 

As the character should 
last many months of game 
playing it is important that 
the player can identify with 
hischaracter andenjoy 
playing it. Roleplaying 
games don't have rigid rules. 
and so are open to various 
interpretations. However | 


“ ] 


feel that your character 
would be best played by a 
computer rather than a 
human. 

A t50, how would you help a 
dim player who has an 
intelligent character? In 
short, E think intelligence is 
the one attribute vehich 
cannot really be played 
consistently, unless it is the 
same as the player's — 
although other 
characteristics like 
goodtevil, lawtfult chaotic 
should be played as initially 
determined, and a character 
io to do so would be 
penalized in experience 
points. 

don't think having a 
human DM for a computer 
game woutd really cateh on. 
However, [see no reason 
why a game couldn't be 
written which awarded 
points more for the way your 
character responded to 
situations than for killing 
monsters and solving 


problems. Pd like to hear 
from others who have visws 
“on this subject. 


DB 





POKES 

Dear Derek, 

Why should Robin Candy get all 
the PORES? The following 
program prints out the 
vocabulary of Snowball and 
“ordsof Time by Level9. Typein 
the program and load the game. 


TO LOAD ““ CODE Ta 
20 IF PEEK Zh999 - 84 THEN LET 
À = 26360 : LET B = 29370 

30 IF PEEK 26989 = 147 THEN 
LETA = 22000: LET B = 28900 
MFORF=-ATOB 

dS1F (PEER F = 64 | AND | PEEK 
A 91) THEN PRINT CHARS PEEK 


90 IF | PEEK F = = 65 | AND | 
PEER F >= 90) THEN PRINT": 
BO NEXT F 
D Foster 
Gwynedd 


LT RR ad = 
SPECTRUM 


bear Derek, 
Having bought a 128K Spectrum 
ddays ago | have endeavoured 
to complete the 128K version of 
The Never Ending Story: Mavl 
just recommend this program 
to allreaders as having played it 
lorup to 5 hour sessions at a 
time it never got dullor boring. 
Justto prove that | have done 
what | say the final screen shot, 
before the game ends, depicts 
Bastian, Atreyu and Falkor 
ying underneath and it says 
Bsstian, Atreyu and Falkor set 
offto begin rebuilding Fantasia. 
David Webber 
Kidderminster 
Wioros 


AN EXCELLENT 
GAME 


Dear Derek, É 

ias reading through CRASH 
when | chanced upon pour 
review of Runestone (an 
excellent game | might add). lt 
poked good so | went outand 


boughtit. After playing it for a 
few days | was soon stumped | 
just could not find anyway to 
get into the Domain of 
Kordomir. |have been every 
square centimetre for mile) on 
the map and found no way by 
either path or magic, Any A 
would be useful. 

lhave found many lost 
treasures namely the 
Hunestone and the book of 
£arimir. | have completed about 
45% of the adventure. 

Anyway, here are some tips to 
the game. Fromi the start it is 
best to stick with one character 
until the others have been 
captured by the óres. This is so 
your characters will all be in the 
same place, namely Krilbroth's 
fortified tower. Itis best'to 
explore ali the huts, towers and 
Caverns in Belom (especially 
those im the south-westerm 
corner of the map) before 
Crossing the Great Waters. By 
the time you do you should have 
with you several other 
characters: Bariner the Brave, 
Elúrie the Forester, Chronos the 
Wise, Quester the Hermit, 
Skirmaithe Sly, Brunor the Bold 
and Grimnal the Fisherman. 

In the tower on the island 
there is an orc wvhose chest 
contains the Book of Zaphir. Ask 
Chronos to examine the book 
ifive times) and she will manage 
to find'5 spells. Shazaroth, 
which transports whoever you 
cast it on onto the island. 
Lumenos, which sends a bolt of 
lightning towards your victim, 
Visimir, Which when cast on a 
character will make allhis 
valuables vanish. Xaramit, 
which weakens whoever you 
cast it on and Afortis, which is a 
healing spell. 

E Long 
Liverpool 


RUNNING 
AROUND IN RINGS 


DearDerek, 
Lam writing to you about the 
new adventure from Melbourne 
House entitled Lord of the 
Rings. lt is on the whole a gooel 
adventure but there are a few. 
snãgs to it. The layout is good 
but do notlike the way the 
picture scrolls off the top of the 
screen. Response is slow but 
good location descriptions-are 
given, Álso, some comimands 
seem to have been left out of my 
Coby: These include RUN and 
SCORE, and HELP doesn't work 
onthe beginner's adventure 
enther. 

lhave found Strider and 
managed to dodge the black 
riders all the way to the Last 
Bridge but do not know how to 
complete the first part oí-tho 


“adventure. 


Timothy Bamber 
Swansea 


amo! 


MORE PROTOCOL 


Dear Sir, 

Iwvas prompted to send you 
some tips on the Fourth 
Protocol! this month after 
readinc Mark Whatling's tips 
last month on this excellent 
game, [hope they will be as 
helpful as | found Mark's. 

a| At Oxford Street West, enter 
Boots and buy a camera worth 
£50. Be sure to have the extra 
Cash from the treasury before 
you make this purchase or you'll 
get nicked. 

Have a light load when VOL go 
to Dover, ie do notcarry the 
aqualung, There is no point in 
sarna the aqualung because 
you will get burned if you try to 
Hse if, so leave it in your new 
office. À police car will meet you 
at the car park in Dover. | 
€) After seeing the metal disks 
and attempting to carry them 
out of the police station, you 
will have to find a substitute. 
Outside the polica station go W, 
N, and into an ironmongers. 


Here you can purchase washers, 


Drop these at the interview 
room and take the dises. 

di Also at Dover, and outside the 
police station, you may go E and 
Swvhere you will find q 
screvydriver. | am not sure, as 
yet, what its purpose in the 
game is. 

e) Return ta London and go to 
ses Dafydd Wynne-Evans atthe 
university. He will tell you that 
the disks are triggers for a 
nuclear bomb along with some 
unintelligible garbage ant 3 
note reputedhy Hustrating this. 
Fou will have to lenve the disks 
there, 

fiGo tó Heathrow where the 
security guard will draw your. 
attention ta some of the Eastern 
European Press Corps, Take a 
picture of them with the camera 
you purchosed and you will find 
out that there is a suspect 

t them. Therefore you 
d out ifthere is a spy 


9) Those of you who will have: 
tried to get information out ol 
Blodwyn will have found that. 
you must go through C. This - 


= 


time is no exception. C, in turn, 
will advise you to go to the 
Barbican to buy some flowers. 
h) Anyone who has dared to 
venture into tha Barbican will 
have found that it is a maze of 
streets. | cannot advise you on 
any exactmovements in this 
maze except for the following: 
1) The florist can be 
found by going south 
down a one way street and 
by paying her ten pounds 
you buy the flowers. 
| Along your adventures 
you will come across 
several different persons. 
One of the first will be a 
uard wilho will tell you to 
follow à guide. Also you 
Wi meet. a tramp who, in 
fact, is an under-cover spy. 
3) Alonga one way stregt 
Heading W you will find a 
shop selling all sorts of 
stuff. Intheir collection you 
will find the only possible 
means of escaping from 
this maze — a guide book 
= which you have to buy 
for IO, > 
4) Beware! Do not use 
this guide until you have 
purchased your flowers, 
Once you have entered the 
Subway the guide is given 
to a lost tourist. 
SiWhen you have 
purchased your flowers 
and escaped from the maze 
using your guide book you 
must retum to ses €. a 
à) Des Vau have returned ta see 
“Chewill guide you to Blodwyn. 
“Blodwyn in tum will tell you 
“that amongst the people vou 
“photographed there is a spy by 
the name of Winkler. C will then 
“ask youto take care of him. 
“WRetum to Heathrow, Thistime 
“Use the bug. You will then 
“elumsily bump into Winkler 
There is now no need to do 
more for the time being. The 
computer will merely make you 
follow the spy around using the 
receiver. When this has finished 
vou end up in a Faslane Estate, 
which again is a maze, By this 
time you will have sedred EE%, 
or thereabouts, 
k| Aftor a little adventuring 
you'll come out on the castem 
side of the estate where there is 
a guard, He willask you to tell 
hirm here you wmant to go. You 
will now have to choose the co- — 
ordinates of the area where you 
wish to go, He will first tell you. 


This is where | end, Thereis am 


where there is a factory with 

something to do with nuclear 
research, or something like that 
computer tells you that you 
ind to part ilifyouare 


positive you havethe right 

plaçe, butmy sogre is still so 

SB %? Where is the other 12%? 

| — Aled ab lorwerth 

e ae. Caernarton 

— Gwynedd 

The editor has seen my plea 
for a raise — not for myself 

butforthesenderofthe 


“ Interésting co-ordinate at CI, 


“Letter of the Manth. So £20 


worth of software goas to 
“Alad ab lonwerth for these 
useful Fourth Protocol tips. 
DB 
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Do you have the courage, stamina RE 
and skill to become a Game Lord? a | 


From 


o No - 
a tp 
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4 al 
E Ho o 
y 
ça 
j É 
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T 
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"A The most pomertul games in the Universe! 


F ha = d E , E 
J F j ] 
- É! 4 ) 

z li E q 
| M ! 
oh 

e g = r , | L es t 
cd ; - 


Available from all good software shops. 


ncase ot difficulty write to 


| : Ê O E Ei [A é ad ri | E E LAIS õ [= | Fa Pa A = 8 o a a 
QUICKSILVA Ltd. Liberty House, 222 Hegentl atreel, LO! don W1R 7DB tel: U1 439 VUbb6 





with Sean Masterson 





this is to air your views and show your enthusiasm for the 


hobby. Let's it — and if you have an on or 
war games, e sr high time à Robin Candy's | 


monopoly was 
“On he vei rom. most ot the software compania 
keepin: pro ca re Buy. sp tin 
argame car o Don usy promoting their 
RE Sat ld ltd 









r to paper and say that such games 
8 doi ir + Retna remind you 


O oa A PNI Apart from 
| aa eras É 


da dor É | e nd 


thisisa saga ig Edo nbdeead any mpans pi bra q q 








pescods periences E playing this game lts open ended 
nature makes it a very exciting product indeed. 





FALKLANDS '82 


Producer: PSS | 
Retail Frice: £7.95 The map of East Falkland Island. À poor choice of display 


Author: John Bethell colours makes features difficult to make out 


| Some months after its release 
on the Commodore 64, PSS's 
simulation of the battle for the 
Falklands has become available 
to Spectrum owners. The game 
comes in a small but neat cas- 
sette box complete with inst- 
ructions for play, army lists and 
(brief) designers notes. The 
me is intended as an intro- 
ucuon to wargaming and po- 
tential buyers should be aware 
that its detail and stope areinno 
way as thorough as say, Desert 
Fats. The program is a very 
simple simulation of the ground 
“based conflict across the North 
Easter part of the Falkland Isles 
| with only limited appreciation of 
air Br. 

e game loads fairly quickhy 
and immediately presents the 
por with a choice of difficulty 

veis. These range from 1 
(Easy) to 5 (Masochistic) and 
refiect increasing morale and 
competente on the part of the 
E tinian forces. At this point, 

ould note that the game is a 
NE player only simulation 
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and there is no option to play the 
Argentinian forces. 

nee the difficulty level has 
been selected, the player must 
allocate priority missions to 
ships in the task force fleet 
sitting off the island's shores. 
This simply consists of tellin 
gach ship in turn whether ft 
should concentrate its firepower 
on ground fire support for the 
land forces or whether it should 
concentrate on defending the 
task force itself. Here is the first 
fault of the game. All the ships 
are said to have the same fire- 
| power available for the sake of 
simplicity and playability. | do 
not see why a more accurate 
evaluation of each ship's attack 
and defence potential (perhaps 
considered on a points basis) 
should have complicated matt- 
ers for the player. Depending on 
how you select the balance of 
priorrties, the task force's vul- 





nerability to enemy air raids is 
altered. Because the gameplay 
concentrates on the land based 
forces, you just have to grin and 
bear it while the Argentinian 
forces attack your fleet. 

Next, 
four possible landing sites for 
si forces. Two of your units 
SBS and SAS Recce units) have 
the ability to carry out intelli- 
| gence gathering missions at this 
| point to select the best possible 
site. Sites available are Port 
Stanley, Uranie Bay, Cow Bay 
and San Carlos Bay, the histor- 
ical site of the landings. Once a 
site has been selected, all future 
landings must take place their. 

The entire play area is dis- 
played at once, so following the 
progress of the battle is very 
straightforward indeed. The 
whole of the map is very clear 
with one exception: mountains. 
These are drawn in yellow on a 
green background making them 
extremely difficult to distinguish 
from the background. Incident- 
ally, some of the text causes this 
problem as well, appearing as 
white or yellow on a green 
background and is quite hard to 
make out as a result. As some 
combat results are only shown 
briefly, this can be annoying. 
Units are displayed as single 
characters with only colour to 
differentiate between British 


and Argentinian units.. This is | 


nota problem however, as when 
a unit is being dealt with, its full 
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vou have a choice of | 





identification and and combat 
status are displayed at the bot- 
tom ofthe screen. 

Units have a number of fac- 
tors which affect their ability to 
fight and move. AF is the ag- 
gression factor, the value set 
against anóther units DF (de- 
fence factor) to determine the 
outcome of combat. AF may be 
decreased but never increased, 
DF, on the other hand, may be 
increased if such details as ter- 
rain features prove favourable 
to the defending unit. MV is the 
movement factor, indicating the 

Bed atwhich a unit may move. 

is may also be reduced by 
terrain. Lastiy, RG is the range 
factor. Only artillery and arm 
oured units may engage in rang- 
ad fire. 


Ordering units is simplicity | 


itself and is merely a question of 
following the prompts, Attack, 
Move, Pass, Recce (SBS and 
SAS only). Results of combat are 
displayed immediately. Depen- 
ding on the weather, Air Support 
and Ship's Guns may be bro 
ught to bear on an enemy unit, 
However, for some reason, 
these options are available only 
dc ground unit has at- 
tacked the enemy. Again, | can 
ses no reason why the game 
would become substantially 
more complex if the logical 
option of pre-emptive air strikes 
was given. k would avoid an 
unnecessary build up of casual- 


| ties. To be fair, ifaunitisordered | 


to attack an enemy group which 
is out of range, a message will 
point out this fact but still allow 


| ranged missions from the task 


force to be carried out. This, | 
feel, is à clumsy and unnecess- 
ary way of getting around the 
problem. 

Depending on the difficulty 
level set, the player must retake 
all ten settlements and hold 
them for one full turn after- 
wards. The enemy's air strikes 
will be random and may be 
intercepted by Sea Harriers on 

atrol. During the game, you 

ave no control over this aspect 
of the game. The game makes 
use of zone of control and limi- 


| ted intelligence during play and 


sound effects are used to em- 
phasise certain events. 
Falkiands '82 is definitely the 
beginner's game. It doesn't in- 
clude helicopters (as the author 
decided their use would hope- 
lessiy unbalance the game) or 


logistics. Nor does it allow the | 


PRESENTATION 65% 





; 


OUTWORLD 


Producer: Sapphire Software 


Price:£1.99 
Author: P Davies 


Sapphire Software's first prod- | 
uct, Outworld is intended forthe | 


budget end of the market. lt's a 
science fiction strategy game 
involving mining and trading on 
a planet called Outworld, hence 
the title. | can't comment on the 
packaging, as the review copy 
sent to me had nothing beyond a 
few, limited instructions and the 


| cassette. So, to the game. 


First of all, it is necessary to 


| buy land before mining may 


commence and at the beginning 
of the game you have to stake a 
claim on one of three mining 
zones by purchasing a patch of 
land. They range from danger- 
OUs areas with massive ore 
reserves to relatively safe areas 
with few good mining pros- 


pects. Their price also varies — | 


naturally the more expensive 
the mining rights, the better the 
ore deposits. Ônce a choice has 


| been made, play progresses to 
| thenext screen, 


At this point, a workforce 
needs to be recruited and a 
Ala bunch they seem to be, 
too! À workforce consists of a 
couple of hundred weird looking 
aliens who possess even weird- 
er names. No mention is made 
of. their abilities but each be- 
longs to a different union and 
union rules affect you later in the 

ame. The workers demand 

ierent levels of pay as well, s0 
economists should bear this in 
mind. Neither the union rules 
which individual workers follow 
nor their abilities are mentioned 


player to experiment with 
choices the real task force 
commanders never had, like 
directing high level bomber 


| strikes against the Argentinian 
| mainlan 


to reduce enemy air 
effectiveness. The result is a 
highly simplified game which is 
easy to complete successfully. It 
fails to offer a serious challenge 
and, whilst being good as far as 
H goes, ultimately fails to ach- 
leve Its aims. 


Simple but satisfactory. Sometimes weak on the 


screen however 
RULES 62% 


Easy to use but some features are conspicuous by their 


absence 
PLAYABILITY 64% 
Well, it [Es 
LR AFPHICS 









uite playable, for allits faults... 
60% 
««« Shame about the units! 

39% 


MALES A Serious shortcomings to be rated higher 


MONEY 33% 


Not enough there. Save a couple of pounds and buy a 


CCS game instead 
OVERALL 33% 


Everybody makes mistakes. ThisisPSS's 


| been made, you will not have 





| the banking reports are publish- 


OUTUID 





UNSTABLAL 


GOOD UVEE 


GEOLOGYE)> 


LF CARIL. 


FAIR ORC 
EXELLE OE 
ONL.w E) E 


E) 


Dl EH 


UMA ICH UOI 
ENTER HER! 


atthe start, so it's hard to make a 
pose decision first time around, 

opefully, when this game ap: 
psars on the market, better 
Instructions will be included that 
rectify this matter. 

Equipment needs to be bo- 
ught next. Again, there was no 
mention as to whether certain 
equipment is actually necessary 
for ore retrieval or whether it 
simply aids retrievel. In fact, the 
latter seems to be the case and 
the options cover heavy duty 
pickaxes, which are almost 
worthtess, to mining machines, 
which | could never really afford 
as they are more expensive than | 
opening up a new mine. This 
screen also allows old equip- 
ment to be sold, but beware, 
you're only likely to recoup a 
tiny proportion of the original 
price when selling equipment. | 
After a couple E offers have 


the opportunity to sell again 
until the next month's turn. 
During the game, mining re- 
poris come in to tell you how 
things are going and opportun- 
ities arise to spend money with 
advertising companies or even 
mercenaáries, who are prepared 
to harrass your competitors fora 
fee. Little else of use happens 
until the end of the month when 
the offers for yourore arrive and 








diodo Mo] ms] ei=— a Mó dE = = 


A good choice of land for pour mining operation? Remember 


-— Galês MEN AFe CON Men 


0/0 ESTATE AGENT. 


| best course, Otherwise, a loan 
will cost you a small amount 


extra and can allow better in- 
vestment in the mines (you 
could use the money to open up 
a new mine — but this would 
almost always entail adding to 
your workforce). The last way of 
saving money is by fiddling the 
taxman. Care has to be taken 
here. At the end of each month, 
the taxman declares how much 
vou owe (calculated as a per- 
centage of monthly turnover) 
but leaves vou the option of 
deciding how much to pay. Too 
little, and he will simply take 
more than was originally asked 
for. Careful consideration of the 
problem can lead to significant 
savIngs. 


PRESENTATION 55 % 


Outworio flows nicely as a 
game and is far more Hexible 
than many other trading games 


in terms of expenditure and | 


company control but it is not 
without its faults, Mining may be 


dangerous but | feel there are far | 


too many major disasters. The 
workforces are too predictable 
and do not vary enough in 
behaviour or ability. Fiddling the 
taxman is probably the best 
feature of the game, Unfortun- 
ately, | still fe 


way as with many others of this 
type. Having said that, if you're 


| into trading games then this can 


only be considered as one ofthe 
better ones. 


A still feit stiled by the | 
game's limitations in the same | 


IS VERY 
ETHAL. 


I'' IN ORE 
E == 


Plenty of options but sometimes a bad choice of 
[o 


colours makes them difficult to read 
RULES 30% 

"Those received with the game were definitely below 
par — Fe di this will not be the case with the release 
version 


BE L 
SUS GC 
NRE BUT UNSTABLE 
FIL 2 


XELLENT PROSPECTS PLAYABILITY 70% 
Lodo BC an Diultççd in the game is still playable 


Some amusing graphics in an otherwise text 
dominated game 

AUTHENTICITY 47% 

Astrading games go, not bad really. Stilltoo stifling 
have a Pra authentic feel, however 

VALUE FOR MONEY 72% 

Considering the low cost of the game and the fact that 
It ara playable (for a while, at least) it should be 
worth it for those who like this kind of game 
OVERALL 58% 

Nearly hit the mark. Not for me but still better than 
many others of this type 


CONTENT BUT IN AN 
LANETARY POSITION. 


U» YOU LIKE TO BUY 
| a “me 


rs 





8d. During the mining it's pos- 
sible to alter the safety level at 
the workface, which is governed 
by-a variable between one and 
ten. Às might be expected, safer 





conditions cost more to 
mplement, 

o matter how safe you make 
theworkface, it appears that one 
major disaster befalls the work- 

| force every month! Normally a 
| disaster results in the death of a 
couple of hundred workers ow- 
bg the collapse of a shaft and 
although these losses do not 
show on your workforce reports, 
compensation has to be paid 


A DIFFERENT KIND 
OF IWWARFARE 


Taking his British Rail timetable in hand, 





indeed, 
Mike's particular wargaming 


g sf | ] = m i t Gt I f ; 
Gu o SEAN MASTERSON stumps off in the dir: | Ancient period and he Fes as 
nevitably, some of your A a | | entire Macedonian army to | 
workers  misbehave. Every ection of Poynton to find out what MC prove it! Roger has a kesn in- 
month a few of them decide to | Lothlorien are up to nowadays. terest in the American Civil War 
sieal some ore — and they and has been involved in several | 


always get caught! Doing noth- 
ing is likely to make the situation 
êven worse next month, so two 
other choices are possible. Fir- 
ing the culprits and reclaiming 
lhe ore is one choice, but taking 
the culprits to courts is perhaps 
à better financial gambla as 
workers who are found quilty 
«arê fined 5,000 credits, which 
dogs  wonders for your 
profitability, 

cash flow is a problem, you 
can ask tor a loan. Going over- 
drawn is allowved and ifyou think 
lhe money will come in 500n, 
When an overdraft may be the 


The name MC Lothlorien has 
been synonymous with good 
strategy wargames for a few 
gars now. The company itself 
an life with the arrival of the 
spectrum. Roger Lees and Mike 
Cohen, old school! friends with a 
passion for wargaming, started 
writing games on the 2x8 and 
selling them by mail order as a 


hobby. By the time Clive Sinclair | 


launched his rubber-keved com- 
puter, the hobby had expanded 
to the point where Mike and 
Roger had to take it seriously. 
Thus MC Lothlorien was born as 


the two trading companies run 
by Mike and Roger, MC Assoc- 
tates and Lothlorien, 
amalgamated. 

- Mike and Roger started writ- 
ing strategy wargames, and as 
their company grew the product 


| range diversified to include ar- 


cade games released under the 
Actionmaster label. After a 
while, Lothlorien's decided to 
concentrate on strategy games 
and arcade action faded into the 
background. Recent develop- 
ments, however, may lead to 
some very different products 





simulations of batties from this 
era. But their interest doesn't 
stop with “toy soldiers, Com- 
puter simulations and war- 


| games produced by companies 
| such as SPl and Avalon Hill have 
| led to many late nights. Trireme 


is a particular favourite — a 


| game in which the player con- 


trois ancient navies, manoeuve- 
ring immense galleons and 
boarding enemy vessels. Mike 
and Roger's enthusiasm for the 
genre is evident, and carries 
through into their business 
lives. 

Nowadavs the two founding 
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partners have more than en- 
ough to keep them busy with 
| running their company, with 
as Managing Dir- 
oger taking on the 


Mike actirn 
| ector and 



























' software house 
| over a period of years is like 


Marketing responsibility. They 
are aided and abetted by two 
secretaries, Árline and Helen, 
who complete the administra- 
tive team, and nowadays pro- 
gramming is left to in-house 
teams and freelances. 

In some respects, running a 
successfully 


ing a huge strategy game — 


um pr 
" Mike and Roger find the analogy 


quite Helio! In the past they 


have had a few close shaves, 


É and admitas much, but now fee! 


that they have learned from 


" these, There's little doubt that 


Lothlorien will be around for a 
few years more. 

Back in May last year, the 
company entered into a contract 
with Argus Press Software, 
under which Árgus takes care of 
the marketing and distribution 
effort for some of Lothlorien's 
new products. “We have some 
very good games”, 
lained, “and felt that we couldn't | 


| really do them full justice, so we E 
into a contract with 
É Argus, to take advantage oftheir | 


entered 


Roger Lees (left) and Mike Cohen — started with an interest in 


history and the Sinclair ZX81 


Mike exp- 


marketin and distribution ex- 
rtise”. 50 far this partnership 
as worked well — The Bulge 
was the first game to be putonto 
the market by Argus, followed 
Arena. 

A N' F Software is another 
company which has a similar 
marketing deal with Argus, and 
no er and Mike are teaming up 

Doug Anderson and Martin 
Hickling OTAN Fto form a third 
company. All the in-house pro- 

- grammers will soon be moved 
| to new premises in Prestwich to 
form a game development com 
pal by the name of Starsoft UK 
td. Five teams of programmers 
will be working on separate 


ure Time Sanctuary on the 
Spectrum but his career ques 
back to the days of the ill-fated | 

ed Shift for whom he wrote 
City of Death with his brother, 
George; Dave is an ex-Ocean 
man with several titles under his 
belt dep Mr Wimpy, Roller 
ball, Caterpillar (on the Vic 20) 
and Roa Frog. Stellar Holo- 
caust should be appearing ar- 
ound March/April time accord- 
ing to the Production Manger at 
Argus, and it could not be more 
different from any of Pete and 
Dave's previous projects — it's a 
sort Lords of Midnight in 
space type game... 

Lothlorign have a number of 
projects undenvey, and will 
continue to write and release 


strategy wargames on their own 
account, independentiy of the 
Starsoft UK ig orodina 


should arrive some time after 


E A PO DS tm 
SE DO E” 


While the men do battle, the women keep the home fires burning 
— secretaries Helen (left) and Arline. 


Dave Sehyood (left) and Peter Carmpouloniare two of Lothlorien's 
in-house programming team 
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projects at any one time, as well 
as individual freelance coders. 
“We felt we should do some- 
thing new”, Mike said “so a third 
ny has been set up with À 
Nº F. They have the technical 
expertise while we have game 
designing skills which are com- 
plimentary.” By making the best 
of Lothlorien's strategy acumen 
and A “Nº F's arcade abilities 
some exciting hybrid games 

| could be developed. 

Peter Carmpouloni and Dave 
Selwood are the in-housé pro- 
grammers currently working on 
an animated adventure called 
Stellar Holocaust which is being 
produced for Argus. Pete is the 
main man on the Spectrum ver- 
sion. Both have had plenty of 
previous experience in progra- 
mming: Peter wrote the advent- 





Stellar Holocaust and continues 
the saga of Napoleon's attack on 
Russia in the nineteenth cent 
ury. This game's features will 
include the regrouping of units 
and the use of artillery, the ab- 
sence of which attracted some | 
criticism for Waterloo. 
Lothlorien feel that their 
games might not always hit the 
top ten, but they do have an 
incredibly long life span — they 
also know that keeping up with 
the market is fundamental to the | 
success of anyone in a business | 
which has seen the downfall of 
so many corananos over just a 
ata years. Mike Cohen and 
er Legs seem suitably equip- 
pod to cater for the future. The 
form of defence is attack, 
and cs seem ready to 
make theirs. 
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e Mel Croucher has been involved 
in the home computer software 
business pretty much since it 
started — with Christian Penfold 
he founded Automata which 


THE 


gave birth to the PiMan. They 
refused to be involved with 
games that featured mindless 
murder of pixels, and consis- 
tenthy released games which 


[IVAN LO 
APPROACH 


Ko, 


COMPUTER 
SOFTWARE 


0d: 
Software 
Gospel 
according 


do, 


Croucher... 


Last month we took a look at a game which appears! 
on CRL's New Wave label. kt grew from an initial 
concept devised ao Clement Chambers and was 


programmed under 


r Croucher's conceptual eye by 


Colin Jones. This month we take a look at the man 
who acted as midwife to ID and who is assisting in the | 
development of Darkness At Dawn, and adventure 
which employs sound and light rather than text input. 
Since leaving Automata Mel Croucher has been 
planning for the future. He feels the software industry | 
5 going to have to change it approach radically over 
the next few years as technology advances. Sitting 
next to him in a London pub, hemmed in between a 
fruit machine on one side and a jukebox on the other, 
GRAEME KIDD learnt a little about Mr Croucher's view 
of software, the advent of devices that will allow 
videodiscs to be interfaced to home computers and 
the potential they have for revolutionising entertain- 


ment... 
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were different to those produc- 
ed by the mega-combines which 
dominate the industry today. His 
most ambitious project to date is 
DEUS EX MACHINA — an en- 
tertainment involving a sound- 
track synchronised to the on 
screen action. DEUS is much 
more than a game — and has 
been dubbed as a piece of 
software ahead of its time. Now 
ID has been released, 

Clement Chambers, the boss- 
man at CAL, is the person who 
first dreamt up the idea which 





finally surfaced as à computer 
program called JD. He had been 


toving with the possibilities of 
launching some totally different 
software and jotted his thoughts 
about a particular concept invol- 
ving artificial intelligence on the 
back of a grubby envelope. 

This envelope found its way to 
Mel Croucher who agreed to 
develop the concept a little fur- 
ther with programmer Colin 
Jones. Ônce you load DP you find 
a personality inside your com- 
puter who has a mysterious past 
and a total lack of trust in you 
and the outside world. It is your 
task to-converse with ID, taking 
into account its changing moods 
and moments of fear and jubi- 
lation às you try to draw out its 
secrets. 


ID-EOLOGICAL STANCE « 


tb) is very different to the normal 
run of games software and isthe 
first new release that has invol- 
ved Mr Croucher for more than 
imelve months. “lt has never 
been particularly attractive for 
me to play safe”, Mel explains, 
“and when Clem contacted me 
with an embryonic idea | was 
attracted to it because it is using 
computers for what in my opin- 
ion they should be used for — to 
stimulate. ht doesn't matter 
whether the micro stimulates 
tears, laughter or whatever, a 
reaction is important. If New 
Wave can achieve that, more 
power to it, because nobody 
else is doing much in that 
direction.” 

IO 15 perhaps Mel Croucher's 
second public step on a path 
towards usmag computers in a 
very different way. Since leaving 
Automata (on April Fool's Day 
last year — a joker to the end) 
Mel has spent months travelling 
round Europe, meeting hard- 
ware manutacturers and learn- 


ing what's likely to be available 
in the next couple of years. He's 
impressed by what he has seen, 
and the possibilities that will 
open up in the near future for 
new kinds of software: “Five, six 
years ago the concepts were 
much bigger than the machines, 
much bigger. | wanted to do 
Deus Ex Machina on the 1K ZX81 
“+ now the concepts are piffling 
compared with the hardware 
we've got available. There's no 
memory restriction any more, 
there are ways you can get 
around that no problem at all, 
Graphical definition is getting 
pretty good, as is the capability 
tô reproduce sound. Now the 
concepts are trailing behind the 
hardware — the hardware isn't 
even on the shelves vet, but it's 
there; it's ready now but no- 
one's launching vet. We're just 
on the threshold of a beautiful 
new toyvshop," 


NEW CONCEPTS « 


Mr Croucher is cagey when it 
comes to revealing details of the 
projects he's currently working 
on — but they are firmly placed 
inthe future, “I've been working 
very hard since | left Automata, 
and if anything comes to fruition 
Hibe happy'to talk about it when 
I'm convinced that it's going to 
work.” He explains his reti- 
cence: “One of the faults of this 
business — indeed of any bus- 
iness really — is hype. | just 
don't weantto be quilty of saving 
rm working on something really 
great and then it doesn't hap- 

em.” fts clear, however, that 

el Croucher's plans involve 
much more than conventional 
games. | 

“The days of passive enter- 
tainment are over," he explains, 
“for the past five hundred yeegrs 
human entertainment has been 
passive. Unless you are actually 
on the stage or playing in the 
tootball team, all received 
entertainment is passive, If you 
read a book then you can't affect 
the plot — you can start at the 
back page and work forwards, 
but then you are an idiot! H you 
watch a film, its even worse 
because vou are given the im- 
ages and you can'teven think up 
the images for yourself. And so 


On. 

“With the advent of the com- 
puter things changed for the first 
time since Gutenberg printed 
that first bible — the reason | go 
back five hundred years to 
Gutenberg is because that was 
mass entertainment. Before that 
bible was printed entertainment 
was spoken and you had folk 
tales and songs and the audi- 
ence could participate, They 
could either change the story 
when they told it on, or join in 
the choruses and so on; it was 
active to a certain extent. 

“Home micros allow enter- 
tainment to become active 
again. vou can participate and 

jatever vou do aftects the final 
outcome, hopetully.” 


REAP AS YOU SOW «4 


in some respects, Deus Ex 
Machina is recursive in that dt 
goes back on itself — you have 
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OFeature on small computer magazines — looking at the opposition&Microdrive tips and hints 
in the NICHE and part 2 of the fast storage feature8Susan Rowe is On The Coverlf An inside look 
at Fantasy Gamebooks GO Early looks at Robot Messiah, Tau Ceti and Zoids 


OVisit to Melbourne House8Minson goes SurfingSThe Design Design autoprofile endso 
Computer graphics feature — On The Cover is Dave Beeson from Central TVOScary cover and 
Scary Previgw of Friday 13th6More previews, comps and tips 


ET UE 


On The Cover Special — our very own Oliver Frey occupies five pages6Profile of the Gargoyle 
Games crew6Lloyd's Lookback, 1985 revisitedGHewson Consultants under Roger Kean's Eagle 
Eye Short story6Plus a host of Festive Fun and Frolics 


ODurell — the profilesA chat with the Microsphere team &$Double dose of JetmanOGremlin 


Graphics bring a Ninja to the Spectrum TECH NICHE looks at a FORTH add-on and examines 


extensions to ZX BASIC 
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Multiface One under scrutiny Diary of 21860Preview of Max Headroom the game 


Issues 12,6,7,8,9.11,12,13,14,15 are now out of stock. Sorry! 


Back issues are going fast — better get your orders in quick. ht's 

probably worth telephoning if you want to order early issues, as 

we're getting short. And if you missed Issue 19, we can now com- 
ete the gap in your collection with a trimmed down version, which 
as a tasteful sticker added to the front cover announcing the fact! 


BACK NUMBERS SPECIAL OFFERS 
& Any three or four issues ordered at the same time — 40p off total 
& Five or more issues ordered at the same time — 20p off each item. 


PRICES 

GAI BACK ISSUES NO £1.20 including 

P&P except 1985/6 CHRISTMAS 

SPECIAL which is £1.95 and includes a giant poster. 
GOverseas orders: £2.00 per magazine 
(they cost a fortune to send) 


ESpecial Offer discounts still apply, so get in quick! 
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O |would like to order the following issues: 


Please tick the box next to the issue numbers that you want: 
US D4 015 [0110 [016 0197 01180119 [120 [121 [122 [123 
LiXmas Special 1986 [IZ5 [] 26 


Number of issues ordered 


Less discount ff applicable 


Total cost É 
| enclose a Cheque or Postal Order for the TOTAL 


DO NOT pay in cash — cheques or postal order only please, made 
payable to H MICRO. Please don't include any mail order 
uests with general post for editorial, competition entries etcasit 
will almost certainly cause delays. Include your phone number, if 
possible so Aggie can sort out problems quickly. Send orders to the 
address below. Thank you. End of Public Service announcement.... 


BACK NUMBERS 
CRASH MAGAZINE, PO BOX 10, LUDLOW 
SHROPSHIRE SY8 1DB 
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CRASH, PO BOX 10, LUDLOW, 
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Marketing PAM, 


are proud to announce 
the arrival of their. 
125 Joystick 


with this 


“NEW JOYSTICK > 
from Cheetah 


Compatible with ZX Spectrum 48K 128K Commodore 64, The 125 comes complete with a full 12 months 
Vic 20, Amstrad, Atari, MSX etc. warranty and is available from sp Pssmena] 
At only £8.95 the features on the 125 are second tó none WHSMITHO High Street stores and all good 
Besides its unique interna! structure, built to wilhstand computer Shops 

immense punishment trom even the most vigorous games 

player. the joystick contams no less than four extremely 

sensitive tire buttons. Two are housed in the handgrip 

wmich has been moulded for extra comfon and ease 

o! operation, The trgger finger fre button provides 

ease and comtor for your finger and the top fire 

pufton 15 contoured to fit your thumb for sure fire 

shootnag. The base fire buttons are positioned for extra 

control and two hand firnng whether you are rightor left 

handed 

al Dum im auto-lire switch provides cóntinuous 

Sho fede at the touch of a 


ES Cheetah Marketing Ltd. 
1, Willowbrook Science Park, Crickhowell Road, St. Mellons, Cardiff 
Telephone: (0222) 7773937  Telex: 497455 
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Our resident Musical Maestro, JON BATES, 
takes a pet look at a device which gives a 


48K mac 


ine the musical abilities of the 128 


“and gets with the beat on Cheetah's 





Upgra de 


Your Sound 


cupbosros at CRASH and see 
at's there said the Editor. 


Lurching towards a tottering pile | 


of assorted hard and software 
and muttering about simian (but 
Invisible!) fellow o 
commenced to hurl review mat- 
erial towards yours truly with all 
the grace and skill of a seasoned 
American Football pro. See 
what you make of that — some 


of it has been here a bit — 'scuse | 


me, pressing engagement. And 
with that he swept out. Well this 
lítile item has been around for a 


ratives, he | 





Capabilities 


Let's have a look through the 


bit but never letitbe said that the 
CRASH reviewing team tums 
down material. 

The ZXM is an add-on tor the 
Spectrum containing a progra- 


| mmable sound generator which 


can produce a wide variety of 
effects. An internal audio amp- 
lifier with volume contro! and 
loudspeaker gives a very ade- 
quate sound level for normal 
use. The unit fits on to the edge 
connector, picking up its power 
from the Spectrum and is com- 
patible with printers and Micro- 
drives, according to Timebase, 


| the manufacturers. 


Thoughtfully, an audio socket 
has been included together with 
an O port to allow other bokt- 
ons to be added on as well. This 
is really useful either for amp- 
lifving the Beep from the Spec- 
trum by taking a lead from the 
ear socket on the computer, or 


for other sound peripherals such | 
as sound samplers. The ZXM | 


comes in the usual anonymous 
black plastic box with a speaker 

rilte, socket, volume control 
knob and provision for a joystick 
control, 

Taking a quick look inside re- 
veals the sound chip as the AY- 
S-8912 — à chip that features in 


several other micros including | 
the 128K Spectrum. In a nut- 


shell, this device can take your 
apectrum's sound capabilities 
up to the same level as the 128K 
machine, giving three channels 
of sound plus a noise generator, 
all fully mixable, as well as a 
wide variety of envelopes 
(sound shapes). By careful fine 
tuning all the usual sound eff- 
ects and tones can be achieved, 

Programming the ZXM in- 


volves loading values into the | 


B912's sound registers. This can 


be done by writing your own | 


programs or via the editing 
software provided on cassette 
with the unit. Some sample 
sounds — exploding bombs and 
so on — are included on the 
cassette. What is lacking in this 
package is a more sophisticated 
music prograrn to help you write 





music directly without having to 
fiddle about, but the market is 
littered with programs that drive 
this particular chip and it should 
be possible to adapt and rewrite 
existing software If you were so 
inclined. | 
- The ZXM instruction booklet 
15 most informative, and gives 
you all the the internal ado- 
resses and I/O port details that 
are needed before attempting to 
hook it up to suitable controlting 
devices via the 7 bit 1/O por 
idont get involved unless 
you're a dab hand with a sold- 
ering iron and are also at one 
with the internals of musical 
keyboards). | 
is box of squeaks brings the | 
48K Spectrum musically into 
line with the 128. Both this 
review and the product are long 
overdue., 
VCUSe Me — 
engagement! 





pressing | 


ZXM SOUNDBOX 
29.95 
Timedata Ltd, 

16 Memmels High Rd, 
Landon, 
Basildon, Essex 
5515 6ED 
“Tel: 0268 418121 
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TECHONICHEDNTECHONICHEDTECHONI? 


SPECDRU 


' Producers: Cheetah 
Marketi 


Autho rs: HenningandAÃ 
Patema 


| Hooray! After a much intrigue 
involving distributors, as well as 
marketing and PR type people, 
CRASH finally gets to look at the 
SpecDrum. Nothing unfriendly, 
you understand, it just took a 
while to get hold of a review 
unit. By now quite a few copies 
of this musical package will have 
been sold, but if you haven't yet 
rushed out to buy SpecDrum, 
readon.... 
| SpecDrum is a bolt-on pack- 
age that gives you a kit of drums. 
Not your usual naff drum noises, 
but real drums sampled onto a 
chip. Very briefly this means that 
the sound made by each drum is 
stored digitally. When the unit is 
fired up it makes sounds which 
are just like the real thing — well, 
nearty. More to the point, most 
records use some form of digital 
drum nowadays, and so the 
sounds produced with Spec 


Drum are familiar and really | 


great to work with. On a techn- 
Ical note it can record any sort of 
time signature and beat known 
to western civilization. 


The hardware is contained in | 
the usual matt black box with a | 


phono lead attached. The latter 
can be plugged into an audio 
amplifier, a mixer, a recorder or 
even a megawatt PA system 
depending on the proximity of 
your nearest and dearest. Within 
this box are the chips which 
| produce the drum sounds. The 


accompanving program allows | 


the Spectrum to fire the drums 
at your command and fashion 
the timing into any complex 
| arrangement, depending only 
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| change of tempo is noted and 





on your inventive ability. 
apecDrum comes with a stan- 
dard kit: Bass Drum, Snare 
Drum, Mid and Low TomToms, 
Cowbell, Hi Hat open and closed 
and Hand Claps, although there 
is no side or crash cymbal which 
is a little sad. The sound quality 
of all these is excellent; having 
used them on ão) omm tapes 
which have been played to long- 
suffering colleagues, the verdict 


was pretty unanimous — forless | 


than £30 it is an absolute give- 
dpi considering that a drum 
machine will set you back ar- 
cund £250 and is not half so 
friendly to use. What's more you 
can load up different drum 


sounds, programmed on the | 


other side of the cassette, and 
have a different kit, and new 
tapes are planned — a Latin kit is 
already available. The unit 


"comes complete with a clear and 


comprehensive guide book. 


TO WORK TO WORK... 


In outline what you do is write a 
drum pattern, let's say of two 
bars length. You can either do 
this by tapping in each drum/ 
key in turn to a fixed metronome 
trealtime) or by writing 
direct onto a graphic display 
isteptime). A little bit of fore- 
thought is needed here as you 
will need to decide how many 
drum strokes you need for each 
musical beat. (You can divide 
each beat into 32 strokes if 
you"re that barmy!). 
The program initially defaults 
fixed tempo, but this is 
easily altered either by numeric 
input or more simply by press- 
ing L or ENTER while your 
pattern is playi back. Ary 






| whole format 





stored away. Regardless of how 
you have created the pattern, 
you can ses it graphically. The 
edit option gives you complete 
control to add or take away 
whatever drumbeats you like, 
but ifthat is too difficult, go back 
to the realtime page and delete 
or add the drum you want as it 
plays. À really useful feature of 
the realtime writing option is 
that the micro compensates for 
your lack of accuracy, and 
shoves the tapped-in drumbeat 
to the nearest division of a beat. 

You can file your short drum 
pattern away. Songs rarely con- 


| sistofthe same drumbeat all the 


way through: the most bovine of 
skin-bashers likes a variation 
every now and again. Answer: 
create another pattern. And then 
another. When you have a com- 
Eau of short patterns duby 

led and numbered it's time to 
assemble them into a song 
format. 

The Song Edit page allows the 
patterns to be edited into a 
sequence, with individual patt- 
ems repeated and placed into 
whatever order you see fit. The 
now called a 
Song) is given à name and can 
be dumped onto cassette and 
recalled later. A song could 
consist of 255 entries, each one 
of which may be looped 255 
times — enough for several 
hours of endless drumming. The 
program can store up to 16 
songs at one go which is more 
than enough for the most armbi- 
tious rhythm merchant. 

Although it has eight drum 
sounds, SpecDrum can only 
cope with three channels, mean- 
ing that some drums cannot be 
produced simultaneously. But 
this limitation has been catered 
for, and presents no real prob- 





em. The update cassette has a 
chain editor on it. With this you 
can reverse the sound of any 
drum — Simon Goodwin has 
more information in this issue's 
TECH TIPS. 

| would have liked to have 
seen à volume and accent opt- 
ion so that some beats could be 
sounded louder than others, but 
for the real whizz kids the units 
offers a syncro pulse input/ 
output. H you're recording onto 
a multi-track machine a sync 
pulse is put onto one track. You 
then record each drum on a 
separate track, using the record- 
ed sync pulse as a master clock 
for the program. You are then 
free to alter the sound of each 
drum individually and boost or 
cut the volume at will. In oper- 
ation | found the SpecDrum's 
noise level quite acceptable. 

To sum up, this is a major 
achievement for a ridiculously 
low price. SpecDrum is very 
easy to use and the sounds are 
certainly good studio quality. 
Even if you can't play drums but 
are keento add a bit of solid beat 
to your musical instrument at. 
home, then this is your wisest 
choice, and it would be a good 
idea to set up a number of 
patrerria for quick use. If you 

ave a relative with a keyboard | 
that has one of those horrid | 
drum boxes you could do a litile 
cost sharing — Relative gets a 
far superior drum sound, you 
get the fun of programming 

em up and the use of the 
SpecDrum to help you become a 
megastar. | 

ff you do end up rich and 
famous, ease remember 
where you first heard about it — 


“all donations gratefully accept- 


ed and quickly spent. 
Jon Bates 
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AMX MOUSE 


“ma ) 








|Our man with his finger on the button, | 
FRANCO FREY, prods the buttons on a 
“mouse for a change. AMX are the people 


behind this particular rodent.. 


ART STUDIO has done a lot to 
popularise the mouse as a prac- 
qe catesor nino device for 
e Spectrum supporting 
both the Kempston and the 
AMX mouse. Buying the AMX 
MOUSE also brings the custom- 
er several support programs, 
including AMX ART and AMX 
PA E which are in direct 
competition to ART STUDIO 
and provide all the facilíties 
required for screen creations. 
These programs are styled al- 
eo the lines of the innovative 
CPAINT program, in much 
tha same way as THE ARTIST. 
Then there is AMX CONTROL 
and ICON DESIGNER, which 
enable users to create a mouse 
environment in their own pro- 
grams. AMX CONTROL is a 
machine aÃ qi dm which 
extends the BASIC interpreter 
to incorporate mouse associat- 
ed commands, while ICON 
DESIGNER allows the design of 


user specific ICONS. À demon- 
stration program displays the 
many possibilíties and should 
encourage further 
experimentation, 


THE HARDWARE 


The mouse interface accepts the 
mouse cord via a 20 way ribbon 
connector and plugs into the 
Spectrum system bus. The inter- 
face contains a Centronies type 
parallel printer port, so that your 
screen creations canendupona 
full width dot matrix printer. 
Owners of serial printers gain 
actess to screen dumps via 
Interface 7, Less pecunious 
users will stick to the more 
mundane Alphacom or ZX print- 
er, which connects up between 
the Spectrum and the mouse 
interface, To get the mouse up 
and running one of the pro- 


grams that are supplied with the | 





hardware needs to be loaded 
from cassette, 


| AMX ART 


AMX ART may be transterred to 
Microdrive with the inbuilt tran: 
sfer facility. After loading the 
main screen displays a window 
on the righthand side containing 
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8 icons representing the various 
drawing tools. In fact there are a 
total of 16 tools and these can be 
accessed by pointing the mouse 
to the UP window and serolling 
the tool window to display the 
hidden icons. AMX ART inter 
prets the three buttons on the 
mouse as EXECUTE, MOVE and 
CANCEL keys and these are 
used for the selection of the 
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required tools, 

nce an icon has been select- 
ed, itworks in the main drawing 
area, and pointing the icon out- 
side this area automatically 
reverts back to the arrow icon for 
select mode. Above the drawing 
| window, a line with the words 
OPTIONS, FILES, TEXT, LINE 


and TIPS is displayed. Each of . 


these head up a pull down menu 
which can be accessed by press- 
ing the EXECUTE button once 
the cursor is gd at the 
appropriate title. The menu 
drops down and with EXECUTE 


held down, the mouse cursor is | 


moved down the menu, indicat- 
ed Y a moving black bar, until 
the desired selection is reached 
and selected by releasing the 


EXECUTE button. The selection || 


is stored and the menu autom- 
atically rolls pi 
| he main drawing tools con- 
sistofa pencil, a paint brush and 
| à Spray can. The PENCIL allows 
you to draw a line on the main 
drawing area and freehand sket- 
ches are achieved by moving the 


ncil icon around while hold- | & 
ing the EXECUTE button down. : 


| For point to point drawing, the 
EXECUTE button is pressed 
once to position the starting 
point. Moving the pencil dis- 
| plays a trailing line which is 
ixed with the next EXECUTE 
| which also provides a new star- 
| ting point, Pressing the MOVE 
button simply shifts the starting 

Gint. Lines can be drawn in 

lack, white or inverted mode 
and can be selected by pulling 
down the LINE menu, 

The PAINT BRUSH draws a 
wide band in the current shade 
while the EXECUTE button is 
depressed. The shading pattern 





E aa 














lected via the PALETTE icon 
and the brush width with the 
TIPS pull down menu. PALETTE 
reveals forty shading patterns 
which are displayed for select- 
ion over the main screen area 
and they can be applied with 
four sizes of brush tip. 
The SPRAY CAN operates 
similarly to the PAINT ar 


me 


“Select the shade you require” is the prompt on the sereen 
wivich allows you to choose from the forty shading patterns 
available in the AMX MOUSE sereen art package 


RUSH. 





| menu before enterin 
| mode. These are 


| MODE and 


“the size of the on-screen d 


with four different spray widths. 


The ERASER cleans the screen 
area within the defined ERASER 
icon while the EXECUTE button 


| 18 depressed. The PAINT ROLL- 


ER is the fill tool and fills the 
enclosed area with the required 
shade. 

ALPHA provides text entry 
and any alphabetic or numeric 
character may be placed any- 
where on the screen. There are 
four basic fonts which are selec- 
ted with the TEXT pull down 

ALPHA 
| | SINCLAIR, 
BOLD, 2001 (computer style) 
and ITALIC, and text may be 
single or double height. 

special drawing functions are 
provided with the BOX MODE, 

HADED BOX MODE, CIRCLE 
SHADED CIRCLE 
MODE. These provide corres- 
pondingly variable sized rect- 
angles and circles with-or with- 
out shaded filling, and are added 
to the screen using the first 
EXECUTE to fix one corner ofthe 
rectangle or the centre of the 
circle and the second EXECUTE 
to fix the diagonally opposite 
comer of the rectangle or the 
radius dimension of the circle. 
MOVE allows a repositioning of 
the first corner or the centre of 
circle, 

For anybody concerned with 
raw- 
ing area there is good news. The 
drawing area is four times the 
size of the screen drawing win- 
dow. This means a 416 by 304 


| ço drawing board is available, 


o access the hidden areas, the 
drawing screen may be scrolled 
by pointing to the four SCROLL 
icons and pressing the EXE- 
CUTE button repeatedly. Thefull 


The PALETTE part, where you add 
colour to pour composition 


drawing screen may be overvi- 
ewed in reduced form with the 
help of the SHOWPAGE selec- 


| ton in the OPTIONS pull down 


menu. Last but not least the 


MAGNIFYING GLASS icon pre- | 


sents a z00m window of fixed 
size which may be positioned 
over the area to be magnified. 
Pressing EXECUTE displays the 
zoom area magnified by a factor 
of four, together with a full-size 
view of the zoom window. Pixels 


| may be set or reset ny pointin 


at them and pressing EXECUTE. 
When the detail work is accom- 
plished, the modified 200m 
window may be sither accepted 
Or distarde E astmag to the 
ACCEPT or DISCARD box and 
pressing EXECUTE. 
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The OPTIONS pull down 
menu contains various system 
options and functions. CLEAR 
ld db the main screen area 
ana the correspondina back- 
ground area; CLEAR ÁLL the 
entire background screen. LOCK 
0,4 and 8 locks the movement of 
the mouse to within specified 
“grid increments and is useful for 

rewing long straight lines, 
positioning line ends or tying up 
with colour attribute bound- 
aries. Printer information is sent 
via the parallel or serial port or 
using the ZX print facility by 
|selecting AMS, RS232 or ZX 
PRINT options. PRINT 
dumps the picture to the printer. 
EX PRINT limits the print out size 
to 255 by 192 pixels. Using the 


pm 
no 


E a O RR 


Fm LL, 


BOLD 
Dol 
ITÉLIC 
| DOUBLE 


Cm da ; 
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Hlustra ting the use of the pull-down menu system in the 
AMIN ART package. Here Cameron, ubiquitous CRASH z 
photographer and screen graffiti artist is going for an italic 


typefaco 





serial or paleta portthere is the 
option of the print size. The area 
of the main screen to be printed 
is surrounded with the box and 
EXECUTE pressed. TAPE or M- 
DRIVE selects the file destina- 
ton and source. FINISHED al- 
IOwWs you to exit the program. 
The FILE pull down menu en- 
ables you to save and retrieve 
ctures to and from cassette or 
icrodrive cartridge depending 
on the file option setting in the 
OPTIONS menu. SAVE PAGE 
saves the full drawing screen 
and requires about 16K of Micro- 
drive space. LOAD PAGE loads 


po es saved with SAVE PAGE. | 


SHADE loads a new set of 
shade “radio into the palette 
menu. Normal screen files may 
be loaded using the IMPOR 
option, while the top left hand 
comer of the main drawing 
Scream may be saved as à nor- 
mal screen using the EXPORT 
function. 


AMX COLOUR 
PALETTE 


| Ônce the screen has been edited 


and saved with AMX ART using 
the EXPORT option, the COL- 
OUR PALETTE program can be 
loaded. The colouring of an 
existing black and white screen 
is performed by selecting the 
BRUSH icon, positioning it and 
pressing EXECUTE. The charact- 
er area converts to the current 


| Ink and paper colour, and the 


transparent ink and paper colour 
O not seem to be able to be 
selected. This would be useful 
for operating with ink or paper 
independenthy and thus cutting 
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down the multiple selection of 


| colour combinations. The ink 


and paper colours are selected 
with the INK and PAPER pull 
down menus, while Bright and 
Flash can be set in the OPTIONS 


| menu. The current status of the 


colours, Flash and Bright are 
ven in the windows at the 
ttom ram Of the screen. 

The only other icons are the 
four direction arrows, which 
provide access to the hidden 
areas of the screen. 7 

The OPTIONS menu enables 
tape or Microdrive selection and 
also provides an exit to BASIC 
NEWing the computer. The 
FILE menu is accessed for load- 


| ing and saving screens, Screen- 


files produced with AMX ART 
must have been saved with the 
EXPORT command and not with 
the SAVE PAGE command. 


AMX CONTROL 


AMX CONTROL is designed to 
allow the users of the AMX 
MOUSE to incorporate mouse 
activities in their own programs. 
This is done by extending the 
spectrum BASIC interpreter to 
include mouse associated 
commands. 

AMX CONTROL must be 
Ioaded and initialised before the 
mouse can be activated. 
RAMTOP must be lowered to 


45000 and initialisation is done 


AMX MOUSE 


Producer: Advanced Memory Systems Ltd 
Green Lane, Appleton, Warrington, WA4 5NG 


Tel: 0925 602690 
PRICE: £69.95 48K/128K Spectrum 
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| to normal Sinclair BASIC which 


| There is ever an error trapping 





E | gram code. All commands are 





 CONCLUSION 





with a USR statement. AMX 
CONTROL adds 28 commands 






























are all with an 
asterisk, 

The functions provide all the | 
facilities required for monitoring 
the mouse positions and swit- 
ches, providing menu headers, 
pulling dommn menus (including 
storing the corresponding over- 
written sereen area), displaving, 
hiding and oa icons, printer 
commands for the support of 
the Centronies port, monitoring 
the status of menu parameters 
and creating windows with sel- 
ectable paper colours. Two pro- 
portionally spaced fonts are pro- 
vided for the user and with 32 
inbuilt patterns may be used to 
fill in specified rectangle areas. 


preceeded 


routine in support of Sinclair 
ASI 


kt isn't too difficult to create 
programs running under mouse 
control and featuring icons, pull 
down menus and windows by 
simply including the extended 
commands within your BASIC 
program. BASIC DEMO soft- 
ware includes a four function 
calculator and a sliding puzzle to 
help you getthe hang of catering 
for the mouse in your own pro- 


carefully documented in the 
manual and information for 
dccess of some of the com- 
mands from assembly language 
is provided for the more ad: 
vanced user. 


The AMX MOUSE is a lovely 
little creature. It is an ideal tool 
which provides fast and aecur- 
ate cursor positioning for draw- 
ing and menu selection. The 
sorware support provides all 
the help required to incorporate 
the mouse operation in normal 
BASIC programs. AMX ART is 
an excellent drawing utility 
reminiscent of MAC PAINT. It is 
a shame that the screen colour 
work has to be run separately 
from the main program, as it is 
not always pertormed after the 
whole screen is designed. This 
means a lot of to and froing 
between AMX ART and PAL- 
ETTE. |t would appear that PAL- 
ETTE was an afterthought, and 
the omission of transparent 
colours means a lot of colour 
combination selections for a 
colourful screen. The Centronies 
port is a real bonus when it 
comes to dumping screens, and 
generally for listing and Iprint- 
ing. The manual is concise and 
en ja executed. À very. 
worthwhile product with an un- 

fortunately high price tag for 
Spectrum owners. Start saving! | 

Franco Frey 











VERNSOFT MICRO COMPUTER PRODUCTS LTD 
WILL INSURE YOUR HOME COMPUTER 
sr pad BREAKDOWN FROM ONLY £10.95 PER 


YES, THAT'S RIGHT! SHOULD YOUR 
COMPUTER NEED REPAIRING YOUR E 
INSURANCE WITH VERNSOFT WILL COVER ALL 
POSTAGE, LABOUR AND PARTS. 


TOO GOOD TO BE TRUE? JUST FILL IN THE 

| FORM BELOW AND WE WILL SEND YOU 
FURTHER DETAILS FOR YOUR PERUSAL OR FOR 

INSTANT COVER JUST PHONE IN YOUR 

DETAILS OR SEND THE COMPLETED FORM 

| FREEPOST (NO STAMP NEEDED) AND WE WILL 

| SEND YOU YOUR COVERKIT BY RETURN! 


MOST MAKES AND MACHINES CAN BE 
COVERED INSTANTLY. 


PLEASE USE THE FORM BELOW FOR A 
QUOTATION ON YOUR COMPUTER 


Amstrad 464 ........ cen ga re re 
DECR spunspnsssesssirsassse ria £36.95 
Telephone you computer and credit card details 
for INSTANT cover. 





VERNSOFT MICRO COMPUTER PRODUCTS LTD. 





ERESS; 


END 


FIJGÉ 


Collect a £3.00 voucher redeemable against 
your next PSS game bought direct 
from them as well! 








FREEPOST SHILDON DL4 1BS 
Back in October last year Simon | saving of £3.00. But there's 
E REIS Pe ns Goodwin took a look at BASIC | mare. PSS are going to throw in 
Please tick |] Further information mpldo db E in | a E3.00 pie redeemabie 
: F - a tech Niche, Meoder Ill, a pro- | against any P5SS game for the 
L] quotation Llimmediate cover required. pr 7 la software | Spectrum providing you buy it 
ouse Ere Informatique fared | direct from PSS mail order at 
A o DR POR PR PO ERRO E VR reasonably well in the compar- | 452 Stoney Stanton Road, 
ison tests. Coventry, CV6 5DG. à 
MUMEGAO rsss see cu a ee PSS are the fellows who are | Nota bad deal, en? H you'd | 
selling the compiler in this | like to take advantage of this 
De ESIPE ANO TODD QU pp DO O QUIS DO RO EO country — and itusually goes for money saving offer, whizz a 
£ 12.95. But they're nice chapsat | cheque or postal order for 9.95 
ra E bra le aÃ cr em e pa de PSS, and they've agree to let | made payable to CRASH MICRO 
ih Tech Niche readers have their | to Auntie Aggie together with 
very own copy of Mcoder lllfor | the coupon at the foot of the 
À E3.95 — and you don't need a | page, She'll do the business for 
MORO Sic E O compiler to work out that's a | you... 
'Acces/Visa no: DODODODODODODDODDO À 
| FORRO e EN 
E . - . 5 ; 
Immediate cover required '| 2 PLEASE SENDME A MCODERIII - 
& ã 
Computer ...... came enem ass ns meme mer n MAM SDL RREO OR g 
Ca REED ANO RE BNDES o en Rs 
€ - E 
amore alma jo bin mn nd RR dE E Am eu Tn mom REDE e | 
ED | RE- 
ENS exi ae ocno RR E A 
NO STAMP REQUIRED | A | a 
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toodwin crawis 
Round ol Wvaste 
LÊ 8 circuits to DrIn J ET: 
ect and the usual Ti L. UU | 


| news, advice ano 


MISSING LINK 


Iwas obviously tempting fate with my remarks about 
wandering wisdom last month. The postbag column 
on page 84 was meant to lead into the section headed 
TWIDDLY BITS on the next page, but the pieces about 
Lenslok and Microdrive medication got into the gap 
between the two. kt all makes sense if you read the 
grey bits as if they followed one another, This month, 
of course, there are no mistakes atall... 


POWER SOCKET 
(other side) 


[TT a fim DO 


MIC & EAR SOCKETS| 
(other side) | 


pneu BUTTON | O THINWIRES 


METER 


Solder Side of Circuit Board 
(Components other side) 





CHEPTECHEONICRNERIRECErINICHEnNTE 


BACK-UP INTERFACE 


2, EXP; NS a I ON FORM INCLUDED lyou can keep SPEC—-MATE ' 
tíyol but don't have to “t 
AL SOFTWARE REQUI 





ee 


NEW TECH 


Hallgoes well | should be able to report on the intern 
the Specdrum next month 
composite video interface. 
Spectrum 128 hardware. 

Em surveying the murky world of programming contracts at tha 
moment, and would be interested to hear from readers with good - 
or bad — experience at the hands of the software industry. But all 
problems and suggestions about things. Spectrumstechnical are 
welcome às ever. Write to TECH TIPS, CRASH. PO BOX 
LUDLOM, SHROPSHIRE, SYE 1DB 


alworkings of 
HE also give cut the details of my 
and report on the nitty gritty of the 
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«s SPECIAL OFFERS 
vo" SPECTRUM/PLUS/128K 


INCLU DING INTERFACE 
PLUGS STRAMGNT INTO SPEC TRUMPLUS 


OL ,£15.99 POST FREE 


“TOP + TRIGGER FIRE BUTTON 

* AUTO FIRE MODE 

« KEMPSTON COMPATIBLE 

* STABILIZING SUCTION CUPS a 
« SPECTRUM OR PLUS « UNBEATABLE OFFER 
SEND FOR INSTANT DESPATCH 


PRICE BREAKTHROUGH 


SWITCHABLE JOYSTICK 
INTERFACE 
onty E 70.99 POST FREE 


* ALL THREE SYSTEMS AT THE FLICK OF À SWITCH 
º"KEMPSTON —CURSOR'—'INTERFACEII' 
*ACCEPTS ANY 9PIN JOYSTICK —INCLUDING 
RAPID FIRE MODELS « SPECIAL OFFER!! 


SEND 


Buy with QUICKS HOT H complete for only f 1/ 99 NOW 


| MULTI-FEATURE INTERFACE PLUS NO 
SPEECH SYNTHESIZER & EG IN 
E JOYSTICK INTERFACE NS 
ONLY * Spench Synihesiroç aiii cnbmitod vocabulamy e doprick | 
simA Ri E17.99 tim Mon TV tt ALLA creator cl 


ii POST FREE 
£29.99 
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Now you can create Superb Graphics sasily with 


the New Lightwriter 


Nº" £16.99 


ROST FREÉ 
Lightpen comes 
complete with 
Interface & Software 
Just plugin tho Darei SUN PR FONT squares, rectungies, mude 
super iand dreManga, pavor, foi arasé chposo imãs papiro cols, PSave Pour 
restdts dao mermo y PBR jan use ir anima tros or save onto Lape ro user pour 


cum games. *ANfunchons selected from soreen mem voti theligbipen 
“ Linbagtabio atire, + Notiiig more to buy, 


SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY 


49. 99 ie 
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Turbo Áce featu 
ALL THREE SYSTEMS AT THE FLICK OF A SITH 


ONLY ÉT0.99 ox comete with QuickShoti pri posa ' 
onty É RA] onhy E22.99 





GUARANTEED SAME DAY ZE 
DESPATCHON ALLORDERS 24 HR CREDIT Eye comer 
TRADE ENQUIRIES WELCOME CARD LINE 


Eni dae FENTON INDUSTRIAL ESTATE, 
DEWSBURY ROAD. FENTON, 
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MERELY MANGRAMNI 


Life 1s sometimes very trying 
indeed; early last year | get 
| attacked by Derek Brewster for 
stealing his act — he gets à new 
style heading for the Adventure 
Trail; then, after ousting me 
from my Playing Tips position a 
year ago, Candystripes gets a 
new logo, after a lengthy period 
oftwhingeing. And to top it off 
the very next month he gets a 
magazine all of his own. By way 
of mollification, the Powers That 
Be have decided to move 
MERELY MANGRAM towards 
the end of CRASH and tuck itup 
to the regular preview pages. So 
at least | get a section to front as 
well as the forum. How long will 
itlast, | ask myself, before 
Candy's manic demands for 
increased Lebensraum inthe 
pages of the magazine result in 
vours truly being cast into the 
pa of Ludiow followed by 
is Hermes? 

Still, as you all know only too 
well, LM is not one given to 
wallowing in self prty. S00n the 
snowdrops and crocuses will be 
bursting forth on the lawns of 
my cottage and Spring will 
finally have sprung. Petty office 
politics will fade into oblivion 
once | can return to tending my 
flowers. Mind, the sudden 
splash of bright sunlight has 
already caused some Howers to 
uncur!; wonder school kid Robin 
Candy, rapidly heading for his 
final months at the Ludiow 
Institution, has recently been 
sporting a flashier (or more 
'coo!! as he would put it) look. 
The sun was a good excuse for a 
pair of those mirrored 
Sunglasses that the ultra-cool 
like to hide their eyes behind. No 
one told the poor prannet that 
tsnota good idea to wear them 
ALL the while, andas a 
consequence of wearing them at 
night, he walked slap bang into a 
building and broke them. Very 
Cool. At least he was honest 
enough to own up! 

nba enough ofthis 
amusing banter, let's take a look 
at some of the games which 
should be bursting forth into the 
Spring software market before 
too long... 






















Hewsons are getting ready to 
pop a couple of releases onto 
the market. Steve Turner is 
currenthy putting the final 
touches to an arcade /strategy 
game by the name of Quazatron 
which features a scrolling 3D 
playing area and should be in 
the shops on 28th of this month. 

An evil robotic-led culture 
| based on the planet Quartech is 
| working on the very sensible 
| problem of eliminating the 
uman race from the face of the 
galaxy. In the game, you take 
control of a droid, the 
Meknotech, and penetrate the 
underground robot city of 
 Quazatron which is controlled 
by Logic Robots with the aim of 
subverting the city — Part One of 
the human fightback against 
droid domination, 

The city is split into a number 
of levels consisting Of ramps 
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and pyramids connected by lifts 
and is patroiled and maintained 
by a variety of droids, including 
Service and Repair Mobiles and 
Battle Droids. Each enemy droid 
type is equipped differently, 
according to the function it was 
designed to fulfill, but as you 
might imagine most of the 
enemy robots are equipped with 
ordnance! Individual droids 
have a limited range of 
movement within the city, 


| determined by their security 
| codes, and their battle status is 


govermed by the state of their 
on-board power units. 

As a resistance fighter, the 
Meknotech has a fair amount of 
potential. Fitted with a limited 
range of weapons at the start of 
the game it stands a reasonable 
chance of success — but only if 
vou can add the vital ingredients 


“ofhuman wit and ingenuity to 
"the package will the 


eknotech 
succeed in its mission and allow 
human government to be 
restored to the city. 

Trundling the Meknotech 
around the cityscape, you come 
across the enemy droids as they 
go about their business. Shoot 
em up fanswillno doubt take the 
obvious approach to Drotd 
encounter and enter into laser 
battle immediately, The more 
thoughttul, strategic irre of 
player may be tempted to 
engage the Droids in hand to 
hand combat — it's possible to 
subvert the enemy units and 
dismantie them which pays the 
dividend of upgrading the 
Meknotech: you getthe pick of 
the bits from a dismantled droid, 

Your droid can recharge its 
power units by stealing energy 
from the power plates that have 
been placed around the city for 


| the benefit of the locals, and 


meddling with the control 
consoles of Logic Robots gains 
intelligence on the strength and 
as gre of the enemy forces. 
With experience, which veill 
no doubt be gained after a fair 


| contain over 5003 





number of games, you should 
build up a detailed knowledge of 
the weapons, shields, ram 
thrusters and security status of 
gach ofthe droids in the game. 
Uniy then do you stand a chance 
of vanquishing the Great 
Ungreased Horde of robots that 


| plan to eliminate humankind, 


Still with Hewsons, word 


| reaches me that 'Sphinx, 


reviewed by no less than Roger 
He darts between mags) Kean a 


| Tew issues ago, has now 


acquired its official title and 
should be ready for launch in 
June under the name Pyra 
Curse. Programmers Keith 
Prosser and Mark Goodall are 
beavering away at Chateau 
Hewson and it looks like the final 
version of the game, in which 
you control a team of four 
explorers on the trailofa 
missing archaeologist, should 
screens to 
wander around in. 


| Compilation tapes are certainly 
| catching on. lan Stewart of 


Gremilin Graphics is putting 
together a collection of CRASH 
Smashes, War on Want and the 
Off the Hook charity 
compilations are due out any 
day now while a new high in co- 
operation has been reached 
with Hot Shots. Four of the 
largest names in the industry, 
urne House, Firebird, 
Activiston and Beyond have 
joined forces to form a new 
compilation label to be known 


| as THE FORCE. The first release 


on this new label |s scheduled 


for 24th March: called Hot Shots | 


the cassette is to sell for £9.99 
and for that you get 
Mind'shadow, Shadowire, 
Gyvron, and Fighting Warrior. 
The co-operation stretches 
further than simply agreeing to 
share tape spaceonacassette — 
Firebird is taking care of the 
accounts, Melbourne House is 
looking after the distribution 








A screenshot from QUAZATRON, Steve Turner's current project for 
Hewsons. Mir at led takenata very early stage in the game's 


development, Steve has now written an enormous amount of 
code and ecra voar dd opa together. Tha Meknotech is 
perched on the and side of the pyramid, in case you were 

wondering. 
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| andActivisionholdoverall 1. 


responsibility tor making things 
happen. Further releases are 
scheduled tor The Force, 
including collections of brand 


| new games by new authors and 


a mega compilation for 
Christmas which, it is claimed, 
“willbe the meanest compilation 
vet. É 


With the demise of Adventure 
International, fans of Scott 
Adams adventures may be 
forgiven for ido a little glum. 
Fear not, US Gold have stepped 
into the breach and should be 
eo the Quesiprobe 
series with an adventure 
starring The Human Torch and 
The Thing during March. US 
Gold are also behind 
Adventuresoft, a brand new 
company. Adventuresoft's first 
game is set on a Rebel Planet 
where you must try to join the 
resistance movement, piece 
together codes and help force 
the Arcadian Empire to release 
its grip on the galaxy. No firm 
rews on the release date for that 
one, so far. 


Michael Baxter of Solutions 
Public relations slips an 
interesting phrase into a press 
release which arrives moments 
before press time. He describes 
agame as being 'entirely 
scrolling'. He's referring to the 
long overdue release from 


| Micro Power, Dr Who and the 


Mines of Terror, which was 
launched before Christmas (our 


“| manin London, John Minson, 


attended the launch but lost his 
copy in a drunken haze — the 
sort of common occurence you 
expect from a big city Lounge 
Lizard). 

"Às per usual, the Doctor is 
fighting the Master who's out to 
dominate the universe — this 
time by building à time-instant 
de unit, The Time Lords have 
asked the Doctor to nip along to 
the planet Rijan, where the 
Master has his workshop, and 
they've thoughtfully provided 
our hero with a programmable 
droid cat called Splinx. 

March 17th is the appointed 
day, and providing there are no 
more problems with the Tardis, 
Dr Who, the Splinx and you 


* Should be able to explore the 


hundred plus screens, which 
include mine-works, a reactor, à 
lift shaft and a monorail — all 
entirely scrolling, of course. 


A Spectrum Spectacular”, a 
“definitive one man army” is how 
Alligata describe Who Dares 
Wins | in their announcêment 
that that the game is due in the 
shops on 24th March. Selling for 
t/,95, The game did well in its 
Commodore and Amstrad 
incarnations, and should keep 
shoot em up fans happy on the 
Spectrum if Alligata's 


expectations for the game are 
fulfilled. 
Alligata's budget label, 


Budgie, has just released 
Labyrinthion, E2.99's worth of 
arcade adventuring in the mould 
of Wizards Lair. À full review of 
the game may well appear 
elsewhere this issue, deadlines 
permitting, but at first glance the 
game certainly seems Joly. You 
stomp round the labyrinth of 
death looking for nine parts ofa 
Sacred scroll and are beset by a 
variety Of unco-operative 
beasties on your journey — 
nothing wildly new, but bound 
to be fun ifyou like that sort of 
thing. 


On a slightly more serious note, 
ftak (remember them before 
they bifurcated into The Edge?) 
are pleased to be able to 
announce the launch of their 
super word processor, The 


Writer, which is due for both the | 


48 and 128 Spectrum on 12th 
March. Anistilisonthe cards for 
an April launch — so no doubt 
our Tech Niche teamsters will 
have lots ofinteresting new 
sofiware to play with in time for 
NEXT ISSUE... 


Martech, the people behind 
eoids and Geoff Capes 
strongrman amongst other 
games, have bounced into the 
poker simulation stakes with an 
| upfront licensing deal involving 
sam Fox and her digititised 
charms. 

Apart from the bolt-on 
goodies offered by Sam, the 
pero: game itself is claimed to 

very smart indeed, featuring 
a fair smattering of artificial 
intelligence and some cunning 
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rogramming techniques. 
OL re Up against three poker 
players in the Seven Card Stud 
version on one side of the 
cassette, and each of them has 
his own personality, playing 
references and bluff factor. 

ey can even remember your 

le of play, which shouldadd a 
fair bit of challenge to the game. 

The other side of the cassette, 
eia Sammy, presents 
a very different challenge — but 
she's no pushover Martech 
claim, and a fair old bit of card 
playing skill will ba needed 

ore her clothes start littering 
the bottom of your Spectrum 
screen. 

Ardent poker players will no 


'* doubt derive hours of pleasure 


from International Seven Card 
Stud, while Sun Readers might 
be able to catch a glimpse of one 
of their heroines as never seen 
before, courtesy of Martech's 
Sam Fox 's Strip Poker. Both 
programs appear on one 
cassette scheduled for release in 
mid-March for £B.95. 


On a slighthy more cerebral, (or 
should that be celestial?) level, 
Martech are working on a game 
with He Couper, President 
ofthe British Astronomical 
Association. Called The Planets, 
this new work is an icon driven 
gumes nvolving over 125K of 

co 


e, 

Life on Earth is coming to an 
end, according to the scenario; 
the year is 2007 and climatic 
conditions on the surface of 
Planet Earth are fast becoming 
intolerable. The second Ice Age 
is well underway, following a 
series of natural disasters that 
have filled the skies with 
volcanic dust and led to 


“ earthquakes galore, An alien life 


force sends a capsule to Earth 
which contains à map ofthe 
solar system, revealing the 
position of pa rt more capsules, 
one each for Mercury, Venus, 
Mars, Jupiter, Satum, Neptune, 
Uranus and Pluto. 

Then a radio signal from 
deepest space is received, 













recorded and identified as à 


| computer program. Once the 


program has been loaded into a 
computer a strange game is 
revealed which has no inlay card 
— without instructions or rules it 
is impossible to play, but the 
game is obviously very 
significant. 
- AM this stage, you become 
involved as the pilot of a shuttle 
sent into space to retrieve the 
eight capsules marked on the 
align map, On the one hand, you 
will be via à game, zoominm 
round the universe on thetrail o 
the eight capsules which hold 
the key to the survival of 
humanity. During play, 

er, you will ênjoy much 
more than the game, Martech 
promise, as you are taken on a 


rs a 
Era mi kh 


ue 


uided tour of the Universé. 
gather Couper has been 


working with Martech's 


programmers to make sure that 
the information the game 
contains |5 as up to date and 
accurate as possible — even the 
data sent back from Uranus by 
Voyager 2 has been 
Incorporated into the model of 
that far-flung planet. 

Using a mobile hand as the 
cursor to select icons around the 
main vigwscreen, vou travel 
between planets in the solar 
system attempting landings 
during the arcade section of the 
game and can call up a range of 
information to help In your 
quest for the eight capsules. 

lues and objects gathered on 
the dp bad be examined with 
the 5 CH icon, à computer is 
on hand to assist with travelto 
other planets and helps you use 
a landing craft and information 
on the constitution ofa planet's 
atmosphere and surface 
material can be called up from 
the SAMPLE icon. Long and 
short range maps are available 
as is information on the planets 
you visit, including general 
descriptive material about the 
kind of life forms that might 
survive there, the gravity, radius 
and a host of data generally only 
available in astronomy 


textbooks. 

While The Planets is first and 
foremost a game, it certainly 
sounds like a fun way to learn 
without really trying 








The poor old Incredible 
Shrinking Fireman may have got 
lost in the post on his way from 

tastertronic — Our review copy 
although promised, didn't arrive 
intime for this issue. Good news 
though, for Action Biker did 
make its way through in time, 
though. Mastertronic are so 
impressed with the success of 
Clumsy Colin's debut that they 
are releasing Action Biker 2 in 
time for Easter. That's all I've 
heard, mind, so you'll have to 
wait for more details... 


| Although Mike Daniels from 


Global did promise to visit the 
Editor the other week bearing an 
earky copy of The Attack of 
Killer Tomatoes he may have 


been scared off by the shiny red 






“1 Dr Marten's boots Graeme a 


wears while making Tomato 
Wine, so we haven't seen 
anything redder or mushier than 
the Best Guernsey Toms'onthe 
stalls in Ludlow market. (Which 
now happens outside owing the 
imminent total collapse of the 
huge Victorian edifice known as 
Ludiow Town Hall, now 
barricaded off behind giant 
hoardings lest lumps of falling 
masonry bounce off worthy 
Ludiovian heads). 

But | digress. Wimp Plasbott, 
hero of the game, finds himself 
alone in a deserted tomato 
processing factory which 
supplies the nation's Pizza 
Parlours with tomato puree — a 
commidity in rapidly 
diminishing supply. (Odd, no 


| mention was made of this 


during the local drama society's 
roduction of Mr Macaroni and 
is Exploding Pizza Pie which | 

took in at the Town Hall a month 


| Orso ago! The performance was 


pao responsible for the 
own hall's current sad state). 
Mr Daniels assures me by way 
of written communication that 
Wimp should be starring inthe 


| computerised version of the film 


voted Worst Vegetable Movie 
of All Time” by the end of March. 
The game apparentiy features 
unique Vege-tation 
programming techniques and is 
guaranteed free of artificial 
colourings, preservatives, Kung 
u masters, magicians and 
dragons. Tomatoes have 
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figured before in a game — 
remember that classic from 
Kuma calted, if memory serves, 
Vegetable Crash? 


Early details of Mirrorsoft's 
continued program of Spectrum 
| releases passes across my desk, 
including a few brief words 
about Reflex which takes you 
into a labyrinth of caves and 
tunnels and should involve the 
player in “high speed action' and 
infinite levels of difficulty, in 
pursuit of an as yet un-named 
task; Vervous Wreck which 
plonks you firmby in a wet zone, 
as a diver trapped in an 
undenwater hell who must 
construct a Submarine from 
available wreckage in order to 
escape to the surface and Strike 
Force Harrier, the Spectrum 
version Of Mirrorsoft's combat- 
and-flight simulator. Further 
details of these Spectrum 
games will be available towards 
the end of April, | am assured — 
meanwhile feast your eyes on 
the taster of Or Blitzen and the 
isjand's of Arcanúm which 
appears a few short pages 
hencea, 


A slightly frantic 
communication was passed to 
me a Stewart Green of Data 
Design Systems, a new software 
house based in Halesowen, 
West Midlands. Stewart has just 
released a compilation of halfa 
dozen games on a cassette 
which comes in a giant box 
specially designed to hold two 
cassettes and a Mars bar'.| 
looked, and found one cassette 
and no Mars bar — which is not 
surprising but a bit 
disappointing as they help you 
work, relax and play. 

Chocolate sweeties through 
“the post seems to have been a 
recent development — to tickle 
the reviewing taste buds, Mikro- 
Gen attached Bounty Bars to 
their Three Weeks in Paradise 
press releases. Mysteriously all 
| We saw of them was the ripped 

bit on the release where they 
should have been, and the 
discarded wrappers. All became 
“clear when Mikro-Gen sent no 
less than three separate e 
releases promoting Batile ofthe 
Planets with a mini Milky Way 
attached to them, Office Gannet 
Roger Kean tripped round the 
desks in CRASH Towers prizing 
the choccy comestibles 
| (ALMUWD) from each release and 
cramming them into his mouth. 
When the rest of the editorial 
staff arrived to complain about 
their loss, Iwas hungry' was his 
only line of defence. No doubt 
he was hungry the other day 
when Stewart's compilation 
tape and Press Bribe arrived in 
the office. 

Mars bar or no Mars bar, the 
offer of six games for £4.50 by 
mail order certainly sounds 
reasonable — but their late 
arrival meant all could do was 
Em them of ig n, our 
photograp rson for a quick 
photocall while | finished this 
column off and sent it to the 
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typesetters. Next issue, we'l 


take a closer look at Data Design 


Systems” products, and a few 
more too, poorly Spectrums 
wmálling. | think they must be 


planning their summer holidays 


atthe repairer's the way they 
keep breaking down... 


| PLUS SOME BITS AND PIECES FROM MY OFFICE 


RECORDS... 


Ocean are releasing Batman 
(and super cool Robin no doubt), 
[think there's an ad in this issue, 
and their telly spin off Vis 
immminent. À game that did 
tremendousty well on the 64, 


| Bounder from Gremlin Graphics 


is being converted and should 
be due soon. There's stillno sign 
of The Young Ones from 
Orpheus, or indeed of their 
shoot em up “Impossible 
Mission” type game Tujad. A 
surprise Sunday afternoon visit 
from Andrew Onions of 


| Realtime confirmed that 
-Starstrike Ilhas been a little 


delayed — no review this issue 
but should be out by the time 
Vu read this — they've made a 
ew changes in the game as 
described in the preview last ' 
month. (An irrelevant, but 
interesting, sn ippet is that 


| although Realtime are based in 


5, Andrew's father lives in 
Ludlow and he has just finished 
doing up a rathermarvellous flat 


“inthe town which is bein: 
| rented by several of the ZZAP! 


64 reviewers. They're moving in 
as | write this, and taking with 
them their recently purchased 
Stargate Defender arcade 


| machine which has been 


tempting everyone in the office 


to relax and play rather than 


work), 

Electric Dreams are still busy 
with the conversion of their 
Amstrad hit Spindizzy, while 


| Back to the Future is still well in 
the future. Durell's Turho Esprit, | 















which was mentioned in our 
Durell profile in the February 
issue, |5 now imminent, and US 
Gold is keeping us on a knife 
edge of anticipation with 
Legend of Amazon Women 
(great ad huh?), Goonies and 
ntagram. k should be 


| Sometime in March for the 


release of the Spectrum Rock 
and Wrestie from Melbourne 
House — interestingly, their 
front lady, Paula Byrne, has left 
to take up a new post aí 
Rainbird. Virgin reckon Dan 
Dare will be out during April, 
and Shogun during March. 
Rumours tell me to expecta 
new game from Vortex due at 
the end ofMarch/earky April, but 


“Fyveno more details whaisoever 


other than we should be visiting 
Luke Andrews between now and 
next ish to find out, The Hive is 
coming from Firebird, A swarm 
of alien creatures has invaded 


| Earth, It's your job to enter their 





hive — a 3D tunnel/maze in 
search of their queen. Richard 
Shenfield (on the cover a while 


back) is doing the graphics, and 


he's well into interesting things 
like 30 TV and so on. Should be 
interesting. The Force from 
Quicksilva has been launched 
for the Commodore — John 
Minson went and reports in his 
one page London 
correspondent bit in this issue, 
Still no firm news on Max 
Headroom's arrival in its 
finished form however, but it 
should be soon? Ocean /Imagine 
intend offering us Superbow'!, 
Knight Rider (really?), Ping 

did, Dada pa (heard ofthat 
one before), Comic Bakery anda 
combat game called Green 
Beret over the next few months. 


| And finally Sca/extric from 


Leisure Genius is still coming 

out one day on Spectrum — no 

idea of the date yet though. 
And that's it for this month! 
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ALOOK AT SOME IMMINEN Fr 
RELEASES 





MAGICAL M YSTERY TOUR 


Às you read this Gargoyle 
Didioy, are piada due, in 
in nis 
touches Pop odio game 
with a very different graphical 






ina large dungeon con- 
“some two hundred and 
fitty 18, Heavy on ca 
Magick ralies on an im 
istic graphic style to display the 
playing area. Your character, not 
vet finally named but currentiy 
going under the nom de pro- 
grem of AXIL, will be pálio 

characters high (no radical de- 
Pero. However from the Gargoyle style 
ovemanta cache de UM 


movements 
prt na OTA) AXIS cloak “m the 
should create a num 
E impression of 
scene which a static bi ii 
cannot convey. 

Greg Follis treated us to an 
early peek at the gem me — he's 
not entirely sure that final ver- 
sion will contain graphics iden- 
tical to those we were. 
they are still being finstunae: 
He explained that the view of the 
playing area on screen allows 
the player to look into the cur- 
rent location from the south. 
Movement between locations 
a be dps via short corr- 

r or stairway seéquences 
rather than with a flip sereen 
mendique E rim s overall 
aim in design meplay 
has been 16 avoid do tu ant do 
inghy un “You can't do 

nom, 's 4 “4 don't - 
stand”s which crop up with 
meonotonous regularity in most 
adventure games. 

Whatever you attempito do in 
the game: something will hap- 

n. H for instance, the exits 
om the current location are 
north and south and you try to 
go west, rather than coming up 
with a stock “can't go that way' 

response, AXIL stumps offto the 
west, comes up against a blank 
wall, turns to face you on the 
screen and shrugs, indicating 
that there is no exit that way. 
Similarly, the spells you have to 
hand at the start of the game 
have to be mastered. While you 
are learning to use the magic, if 
you miscast a spell somthing 
will happen. It won't be the the 
RIGHT thing, but the spell still 
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taáini 


has been transported 
middle of a 


ais aim of the & 
ightforward em 


ame is stra- 
. The hero 


let session in the 
Golden Thuril le, a cosy hostelry 
inthe Northern Icemark to a very 
deep, dirty and generally un- 
pleasant dungeon undernea 


tha 
the name of Collodon's 


Pile, Axi is a bit of an amateur 


magician, you ses, and he was 


having some fun baitin Psp 
ion, & 


magician. Being rather peeê 
tem 
ASR 


red, Therion has given 





cape routes from gec 

— one exit leads into the sp 
another leads to the Tombs of 
Taro while-the third lgads to an 
G lhafiço de do E cond - pag 

a uce 

her module gi each of these 
escape routes — so with luck, 
you ane be able to continue 
your once the dung- 
res under rega Pile has 


been raio fia difficult for Axil, 
Therion has introduced a variety 
of demons and monsters into 
the dungeon, and the problems 


“that have to be solved will no 


doubt bear the Gargoyle trade- 
mark of trickery. Combat is 


achieved with magic and the 
game uses the Fighting Fantasy 


technique of controlling scraps, 


“involving Stamina, Skill and 


Luck points generated at the 
start of the game for Axil and 
displayed in the right-hand win- 
dow at the bottom ofthe display. 
This window is also used to 
reveal the status ratings of the 
creatures encountered in the 
dungeon. 

The window at the bottom left 
of the abro can be toggled 
between escription of the 
current location, à list of exits 
available and the inventory, 
while the central area is reserv- 
ed for text input and output. 

Heavy on the Magick pro- 
mises to be an adventure with 
several differences — not just 
from  Gargovle's previous 
games — and should be in the 
shops towards the end of April. 


from the 


problem to keep him 
LUND dos iS 


E Lrr: 





[ TNUNKE aduaT 


ELOHT 
a EnsT 





Collodon's Pile with a chestto the sast. An sariy 
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DYNAMITE DAÍS 


VINYL 


ADVENTURE 


Dr Blitzen and the Islands of 
Arcanum is the continuation of 
the saga of Dr Blitzen andhis 
feud with Agent Dan which be- 
gan in Dynamite Dan. After the 
many trials and tribulations 
suffered by agent Dan in his first 
adventure, the poor action- 
packed gd is one more pitted 
against the evil Dr Blitzen, a not 
very nice guy with a not very 
nice plan. 

You thought the evil Doctor's 
last plot was dastardly? Well his 
latest is even worse. lt may 
come as a bit of a surprise, but 
when your parentais and grand- 
parentals moan and whinge 
about fes must being evil, 
they're a lot closer to the truth 
than they could ever suspect. 
You see, over the past few years 
the despicable Blitzen has infil- 
trated and corrupted the vinyl 





manufacturing industry. 

Under the Doctor's orders, all 
viny! that is produced for record 
manufacture has been specially 
treated so that subliminal sgund 
waves are produced when ft |& 
turned into a record and played. 
These subliminal noises drain 
the mind of anyone in garshot. 
Ônce the world's record-listen- 
ing youth has been reduced to 
babbling mindless creatures, Dr 
Blitzen reckons that world dom- 
ination will be a relatively easy 
O achieve. Pretty dastard- 
y eh! 

Well his plot has been diso- 
overed and the authorities de- 
cide that after performing so 
well against the Doctor in the 
past, Agent Dan is the man to be 
sent on the search and destroy 
mission to close down Blitzen's 
vinyl production plant. Naturally 
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gr, Rod Bowkett. A train- 
sician, Rod soon discover- 
E joys of computing after 
lasing a ZX Spectrum. The 
5! tindingly stvlish graphics 
a very art deco look are 
Imediately impressive — very 
Y indeed, especially the 
Iding jukeboxes, which 
y authentic Wurlitzer 
em. No doubt the 
ill be impressive, | RS 

Vir Bowkeft is going = Ta === 

pcrama lotmore into | : SE Ri 

as compared with = em 

e Dan owing to the i= On PLANET 

Rent in his programm- ha TAIT ABiLa.arimo 


: eight islands of Fisl E PLANET 
comprise around | Caamsdiaagee ice cem 
reens of varied | 


asith 3 progres- 
y depart- 


| game. 
This is what we saw — and the three level scrolling technique 
ia jp really stunning effect. Gremlin have promised to post a 
7 copy ofthe game to us soon, so providing the Post Office 
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Martech should soon be releasing THE PLANETS, a game 
- 4 which sends you on a quest through the Solar System on 
Padre) d the trail of eight capsules. Heather Couper, President of 
Ti the British Astronomical Association has been involved in 
the project, to make sure ft is atup to date and accurate as 
possible. Lloyd has more to say about THE PLANETS a 
a little earlier in the magazine. 
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Size mppestance. It seemed 
apprópriate that the first person 
| spoke to should be Colin 
Stokes, who had once been part 
of the old Imagine and | started 
by asking him whether the repu- 
tation of the original Imagine 
had caused any difficulties for 
Ocean, but he didn't think so. 
People didn't say, “let's hide. 
We don't want your products, 
we've already got thousands in 
dur warehouse”, they just took it 
às another opportunity to sell 
sottware and make a profit. 
Viewing Imagine as an expe- 
rence, a sort of closed chapter, | 


found myself thinking “who else | 


5 going to be the the mega 
company.” So when | went 
knocking on doors saying, “here 
am, Em an Imagine represen- 
tative again,” | didn't find one 
person who said “Well, I've got 
10,000 Whacky Waters in my 


warehouse, Can | give you them | 


back before we talk?” lt was all 
| very friendly. 

Butwasn't Ocean worried that 
the famous name carried a taint 
with it? Why buy it? 

You say, “what's up for 
grabs, is there anything which 
will be of use to us?" After all, 


with all the advertising, whether | 


good, bad or indifferent, itwas a 
market name that was known 
| and you have to have been on 
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7 agine of Liverpool and Ocean of Manchester 
Were big rivals. After the spectacular collapse of the 
former, Ocean took over the title and material goods 
of Imagine to become undoubtedly one of the largest 
games software houses in Europe. Since then they 
have had their ups and downs, gaining a reputation 
for heavy promotion and for not always sticking to 
their release dates. In its time, Ocean has put out a 
mixed bag of games but has scored with many 
genuine successes and never been frightened off by 
difficult concepts like FRANKIE GOES TO HOLLY- 


"WOOD. To investigate what the new Imagine is like 


and how it relates to its new parent, Julian Rignall 
went up to Manchester to chat to DAVID WARD and 
COLIN STOKES two of the men behind the hype. 
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| Mars not to have known the 


| recalls. "World Series Basebal! 


| “every game for the three main 
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name of Imagine, so it was al- 
ready established. The difficulty 
was whether you considered it 
as a Titanic — was it worth rais- 
ing or hot?” 

ertainhy the first game Ocean 
released under the new Imagine 
label was worth it, as Colin 


was a 900d product and that 
was one of the games made | 
available by the liguidators — 
there wasn't another like it. 
around — the graphics were 
very good. Then persports 
came. along which got good 
reviews. 

The whole thing took off very 
suddenly, though. There was no 
stow build-up and months of 
advertising as we have now 
come to expect, | asked Colin 
what was going on at Imagine 
during that period? 

Uthink that the hype was the 
actual link-up with the Ocean 
group and Konami. That really 
set the scene, because if every- 
one knew what Konami was all 
about they'd realise that there 
was some really high-calibre 
products amongst it all, When 
you do a deal you look at the 
goodies and the baddies. You | 
always get one or two weak 
titles in a deal, but we looked at 
Nois rsports as being the real 
blockbuster. | 

Imagine produces virtually 


machines, Spectrum, Commo- 
dore 64 and Amstrad. With so 
much product in the pipeline 
and each one being triplicated, 
Imagine must be facing all sorts 
of problems. What exacth, 
on when a title is devel apodo 
We try to keep the best titles 
in-house so we can have a day- 
to-day viewing on how the pro- 
grammers are getting on, but if 
you appreciate the size Of our 
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operation with US Gold, Imag- 
ine and Ocean you really do 
have to contract out. We have up 
to Sixty programmers contract- 
ed out at one time which is very, 
very tough to co-ordinate. You 
take Mike, Comic Bakery, Ping 
Pong, Vie Ar Kung Fu — on all 
three machines, twelve formats 
in all with sometimes two pe- 
ople working on a title, so al- 
ready there are twenty four 
people working on those titles 
| alone, It's quite a difficult thing 
to monitor! 

Úcean's managing director, 
| David Ward, is evidently pleased 
that they act as a publishing and 
marketing house for so many 
varied programmers (Ocean 


were heavily responsible for 


aspect of the industry — anyone 


can go around licensing titles. | 


What 
end 


ou have to have at the 
the day is some sort of 


intellectual property which we 


then publish.” 
But licenced arcade conver- 
sions bring with them their own 


roblems, às Colin pointed out. | 


ne hardest thing is reference 
— for example Vie 4r Kung Fu 
was referenced directly from the 
arcade machine.” This means 
the programmers actually have 
access to an arcade machine in 
their offices, but if a develop- 
ment team on anóther machine 
happens to live in Scotland, then 
as soon as the in-house team 





One of the current Kjonami conversions currently underway 
at Chateau Imagine — GREEN BERET. It's a combat game 
viewed from the side rather than above ) 





helping Denton Designs get 
oing), and he pointed out that 
this trend is escalating, 'Increa- 
singhy we find ourselves looking 
for people-wiho like to call-them- 
selves software houses, but 
aren't interested in actually 
marketing the game. So they 
can be in Somerset, Scotland or 
wherever and we can publish 
the game for them. We must 
have programmers in just about 
every county in Britain, 
hen we started in the old 
days of mail order where you 
put an advert in Your Computer 
and walited until the next Tues- 
day and hoped there would be 
some replies, put them in a jiffy 
bag and off they'd go, at that 
time programmers would be 
working in their attic after 
school, but now ft has become 
far more sophisticated. First we 
got about twenty people aboard, 
and most of them stuck with us, 
My pias is that by Christmas 
we'll have about 100-120 pro- 
grammers working for us, e&s- 
pecially now with all the Ulhti- 
mate games, Ocean's bigger 
title range and Imagine's arcade 
| label. You see, while we're open 
for people to be able to vBik in 
the door we're always open for 
new ideas. The programmers 
and coders are the creative 
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- Optimistically, “it's 


With a conversion you desig- 
nate three months, give or take a 
few weeks, and, unless there's a 
major bug found, twelve weeks 
usually suffice. The guy who 
was doing it spent three months, 
then four, then five. Nove, what 
do you do as à commercial 
company? What happens is that 
you have to gear your adver- 
tising to the date that the pro- 
grammer tells you, You go up 
and book X amount of space in 
magazines, and you've got the 
proógrammer sitting there and 
you say, “do you promise that 
the game is going to be finished 
by then?" and he says, “no 
problem.” What are you supp- 
osed to do? There are only a 
limited amount of carrots that 
you can dangle in front ofthem.' 

One programmer, it seems, 
became so fed up with his 
assignment that he asked to be 
removed from the project after 
four months delay. His removal, 
however, led to new program- 
mers having to entirely rewrite 
the code, starting all over and 
causing more delays. Às Colin 
said, lt doesn't do the company 
or our image or relationship 
with the big stores one iota of 
good. We're always very sus- 
ceptible to this sort of situation, 
Knight Rider and Street Hawk 
were the same. 

Colin emphasised the size of 
their forthcoming schedule; 
Ping Pong, Superbowi, Batman, 

: Green Beret, Knight Rider, 
hey Sold a Million |! and Street 
Hawk! 

'Às you can see; he added 
quite a task 
really, but we'll pull through!" 


Another arcade game finding its way onto the Spectrum at 
IMAGINE: PING PONG, again from Kjonami 


have finished with the arcade 
machine, it has to be shipped 
off. The delays start... 

How about Knight Rider and 
Street Hawk, | wondered, and 
| asked Colin what had happened 
to them? 








With arcade conversions, it 
seems they are not very free to 
interpret the originals, on this 
point Colin was firm. We're not 
allowed to be distracted from 
the original. We do have to fol- 


low the program exactly and 
can't say, “this is a little weak in 
this section let's change it”. 

| asked whether the program- 
mers felt tied down by this 
rather hefty ruling? 

“Yes, they do. The contract 
that we have is obviously very 
lucrative, Konami are the best 
for arcade programs and we're 
very glad to be on board with 
them. So if part ofthe deal is that 
you produce the product as per 
original we're pleased to do so. 
Were just a vehicle for convert- 
ing the games to the home 
micro, we can't show our own 
expression, that's the deal. The 

rogrammers come in and say, 
“Vdlike to do this and that,” but 
if it distracts from the original | 
have to answer no. We can't 

roduce a game until they 
Konami) have looked at it. ltcan 
have you sitting on the edge of 
your seat in fact! 

Conversions aren't every 
na however, in fact the 
CRASH Smashed Movie was a 
surprise event, as Colin explain- 
ed. The programmer originally 
came over to Britain from 
Yugoslavia to see Bug-Byte be- 
cause they 
royalties, but when he knocked 
on their door it was all barred up 
with a stgn saying closed, lt was 
suggested to him that he should 
come up here to see whether we 
could help him out in any way 
and he came up with two quite 
abysmal products. | felt sorry for 
him because he didn'teven have 
his plane fare home so | took 
them off him just so he could get 
home. Because we'd been kind 
to him he felt obliged to us and 
we gota parcel through the post. 
| looked inside and said, “wow, 
this will do very nicely thank 
vou!” | phoned him up and we 
made a deal over the phone! 

Movie is the name of an ori- 
ginal game, but to Ocean/Imag- 


| ine the game is in licensing, and 


| many future plans lie in film tie- 


ns — Rambo was a classic 
example. How difficult is it tó 
Rar the rights? “I'm afraid it's a 
ring answer, it's a question of 
strength. If you go to the agent 
and say we want to produce a 
ame we have to assure them 
that we're not going to bring our 
friend with the muscles down 
and because of the size of the 
company and the market pres- 
ence you stand more of a chance 
prio im and getting it than a 
esser company. 
So how do Ocean and Imagine 
see the future? David Ward: 


We're always trying to broaden | 


our horizons of 1 the type of 
games we sell and the age group 
we're alming at so we can get 
the largest possible audience.' 
Colin Stokes: lts a very fickle 
industry. There are no guaran- 
tees for the sofiware houses and 
there are none for the distribu- 
tors, so who would be brave 
enough to predict what's going 
to happen this time next year 

After Green Beret is out of the 
way, we'll take a deep breath 


and look again, we've got en- | 


ough plans to get us through to 
March 1987, it's just a question 
of how we go about it. You're 
onty ever as good as the quality 
of your games and we have to 
move with the times.” 


owed him some | 











VIX 5000' Modem 
PLUS | 
Ist Quarter membership to 


Micronet 800 & Prestel* 


| dl ACT NOW. om only open whilst stocks last. 


Simply complete the coúpon below and return it 
to the address shown. 
Send to: Micronet 800, Telemap Ltd, 8 Herbal Hill, 
| London ECIR 5EI. ú 


À Please rush me my VTX5000 modem and three-month L 
í subscription to Micronet 800 and Prestel. E 
1 enclose a cheque/postal order for £49.95 


Or please debit my Access/Visa card No: 


SR ii img 


y NAME: esmas 


SAVE OVER 13 5 ERG É Êo ERAS NAVE SROS JOD RE À 





*APPROVED for se with ielecommunication systems rui be British Telecomemunicátions in | Ê 
decoptançe With all-condiviors-and inscrudiiõns for use, i PO ST CO DE ! 
[SI9OU[NOZI06S) 


*Prestel and the Prestel symbol are Trade marks o! British Telecomeninicatignis, Make cheques pavable 10 Felemap Ltd: Allow 28 days for delivery. CM.4. BE 
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YIE AR KUNG FU. 


























vou can master the ten moves, expect the unexpected and FIGHT 
or your LIFE against the formidable masters of the martial arts you 


may live to meet them agam on the mountain or in the Temple. 
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“Panic In the boke-shop 
o 11 : E 
gado into! fui IOUS TCE TLM. 
Help Joe the baker defend his loaves from the rasco!ly GCCoOoOnNsS. 


“Another red-hot Konami cookie! 





Mikie plays a knockout frantic farce in the classroom, locker room 
dad the high school cafeteria, Hip-zap, door attack, throw balls ane 
o, nr i - i h. E . 

press but con younoke him hond his love letter to e gu I-friendê 
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Imagine Software [1784) 
Manchester MZ 5NS, Tel: 
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ral Street | 
4 3939. Telex: 6599// 
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screen...the expectant crowo 15 almost on to 
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bounces high from your opponents 
lot... SMASHL. shot opens the score. 

point! Play head tô head or against fhe computer 
First ond best table-tennis simulation. 


HYPER SPORTS 
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Imagine Software Is 
available from selected branches of 
D WHSMITH FAEIRERA, WOOLWORTH. LASKYS, Rumbelows Greens. Spectrum Shops and all good dealers. 





SPECTRUM / AMSTRAD £7.95 


Mail order or Access telephone orders Tel: 0532 458948 


Cheques, P.O.s payable to: Realtime Games Software Ltd., Prospect Houses, 32 Sovereign Street, Leeds LS1 4BJ 




















| Producer: Electric 
Dreams 

Retail price: £7.95 

Author: Software Images 
















the Snowy Sports compil- 
| ation market with Winter 
dporis, a collection of eight 
games on one cassette. The first 
part of the program to load 
“ae a main menu screen 
isting the events. Pressing a 
number key puts the Spectrum 
into LOAD mode and the com- 
puter searches the tape until 
Jur chosen event is located and 
ed. The menu screen also 
allows you to view the highscore 
tables. Record breaking scores 
during play are automatically 


Eres Dreams have joined 


| sed or 


Ive a readoutof your speed and 
indicate how sharply the skier is 
tuming, while a scoring area 
above the windows indicates 
how benta dão have been pas- 

ailed and times the 
whole run. 

In all three events the object is 
to belt down the course as fast 
as possible without missing 
gates. In the Slalom the skier has 
to weave between the gates, 
passing to the right of the first 
gate, to the left of the second 
and so on, and any gates missed 
lead to alty points. The 
Downhill 15 similar to the Sla- 
lom, except the skier has to pass 
between gates made from two 
poles, while the Giant Slalom is 
a mixture of the two events. 
Once the skier is through the 
finishing posts any time faults 
are added to the time taken to ski 
the course and an overall score 
is given. 

ce Hockey car be played as a 
two player À pabb or against the 
computer. Most of the display is 


- oceupied by a 3D serolling pan- 


oramic view of the pitch, and a 
scanner at the top of the screen 


The Slalom from Electric Dreams WINTER SPORTS. On the 
left is the skier's eyo view wvhile the right hand window gives 
an aerial view of your skier's progress 


included on the score tables and 
tan be viewed before an event is 
loaded 


Once an event has loaded a 
further sub-menu screen is pre- 
sented allowing keys to be 
defined; one or two playermode 
can be selected and further 
event options are input at this 


8. 

The first three events on the 
cassette, Downhill Skiing, Sla- 
lom and Giant Slalom are load- 
| 8d in one go. They're all very 
similar, using identical controls 
and screen presentation. Two 
windows show the action: the 
one on the left gives a 3D skier's 
eye view of the course while the 
nght hand window displays an 
aerial view. You can increase or 
decrease the skier's speed, and 
sk to the left and right. Bar 


graphs at the foot of the screen | 


shows the position of all the 
players on the full pitch. The 
player nearest the puck is auto- 
matically under your control and 
can be moved in four directions 
with the fire button used to 


shoot the puck. To tackle a play- | 


er with the puck, just run into 
him. The match is played over 
four quarters lasting five min- 
utes apiece with a change of end 


after each pena 

In the Ski Jump the screen is 
split into two displays once ag- 
aim, with the left window shom- 
ing the view from the top of the 
siope and the other giving a 
close up of the skier's profile in 
the air. The skier begins by sli- 
ding backwards and forwards at 
the top of the ramp — pressing 
Go when the skier is moving 
fonwards begins the run and the 
player then has to guide the 
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skier down the middle of the 
slope to gain maximum speed. If 
the skier deviates too much from 
the middle of the ramp then a 
sever loss of speed results. At 
the end of the slope another 
press of the fire button launches 
the skier into space. During fli- 
ght the skier's balance must be 







and Down keys to avoid a tum- 
ble on landing. Marks are given 
for the length of the jump and for 
style while in the air. 
lext comes a whizz around an 
icy track — the Speed Skating. 
Another split-screen game wii 
two views of the skaters: the 
window on the left gives the 
view from behind the skaters 
while the right hand window 
ives a Side view of the track, 
ssentially it's a Decathlon type 
event where the ohus is on bash- 
Ing the leftirig ht keys alternately 
gain speed, indicated by a bar 
display at the foot of the screen. 
Up and down keys ars used to 
keep the skater in the designated 
lane since he has a tendency to 
stray off course shghily. At the 
start of the game the length of 
the race can be specified. 

After whizzing around a track, 

why not zoom down one? The 
Bobsled event allows you to do 
just that. Yet again the event 
features two displays, a 3D view 
from the sled and a plan view of 
the track with a line plótting your 
course as you go down, The Bob 
has four controls: speed up; 
slow down; left and right, If you 
go into comers too fast, a crash 
| 15 likely and the sled has to be 
banked on bends. Ônce again, 
bar graph readouts display sp- 
eed and orientation of the sled. 
- The final eventon the cassette 
is the Biathlon, a gruelling cross 
country test of stamina and 
| Shooting ability. The main dis- 
lay shows the skier and the 
andscape and a smaller screen 
above shows a map of the whole 
course and your position on it. 
Readouts at the bottom of the 
screen indicate your speed and 
stamina, and it is important to 
pace the event so that your skier 
doesn't run out of stamina be- 
fore the course has been 
completed. 

Rapid presses of the left/right 
keys sends the skier along until 
he reaches a shooting range. 
Hera the screen switches to a 3D 
display of the four targets. A 
cross hair moves rapidiy over 
each target in tum and the play- 
er has to press the fire button at 
the right moment to score a hit. 
| The skier only has one shot at 
each and a miss conastitutes a 
time penalty, so careful shoot- 
ing is the key to this event. Once 






































maintained, using the skier Up | 


CE 


[ alffour shots have been fired it's 


| back to the cross country and 
more Decath/on stuff. 


CRITICISM 





| 6“ Sports games are not what | 
really like, and this game hasn't 
changed my mind at all. As | 
played it | realised that this has 
some of the most basic graphics 
I've seen for a while, and some 
of the games move really showly 
from screen to screen. Colour is 
used well in places, but there's 
very little sound. Overall a game 
| wouldn't recommend you sed 
ço you've had a good loa 
rst. FE 























O “iwmas really looking forward 
to this new title from Electric 
Ureams as | imagined that they 
would have done a good job, but 
was to be disappointed. Winter 
Sports has to be about the worst 
sporis simulation that | have 
seen over the last six months. 
The graphics on ai! the events 
are iarge but undetailedo. The 
sound, where there is any, is 
mainiy unrealistic spot effects, 
The main fault of this game is its 
speed: with most of the events | 
was bored half way through my 
first go. Monotony set in quickly. 
Generally | wouldn't recomm 
end this game as it is unplayable 
and monotonous. " 




























































O “ After playing Winter Games 
| last month | thought that per- 
haps we were in for another 
| wintry bonanza. Unfortunately 
its not the case. Just about 
* every event is incredibly slow to 
play and boredom set in about 

al way through each one. The 
multiloading is a complete pain 
in the backside and | found that | 
spent more time loading in each 
event than playing. Really, none 
of the events stand out as being 
any good and the tacky graph- 
cs, unimaginative sound and 
dull gameplay all add up to this 
being a complete waste of 
money. 










COMMENTS 





| Control keys: definable 
Joystick: Kempston, Interface 2, 























y play: a bit sticky 
Use of colour: very poor; dull 
Graphics: just about average 
Sound: squelchy 
Skill levels: ons 
Screens: eight events 
General rating: Very 
disappointing 
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Dangling from a rope just above a lion in RAIDERS OF THE 
LOST RING. A tricky moment indeed, butat leastyou've still 


gof eight livos left 


Producer: Arcade 
Systems 

Retail price: £5.95 
Author: Mats Emilsson 


E ee tells of an ancient 
- place of worship hidden in 


the jungle — a temple 
containing priceless treasures. 
| Over the years many explorers 
have tried to recover the trea- 





The entrance to the temple is 
guarded by natives who fire 
poison arrows at anyone app- 
roaching. Nobody has yet pass- 
ed the portals of the temple 
known as Doom. 

You've travelled to the jungle 


| and want to 
| for yourself, 


| get put 0H: 


sure, but all failed in the attempt. | 








rab the treasures 
ut are starting to 
by the stories of the 
one-way journeys that your 
predecessors have taken. If you 
want to live long enough to 
collect an explorer's index-link- 
ed pension it would be sensible 
to avoid the Temple of Doom. 
Untfortunately you haven't got 
enough money to cover the 
journey home. Finding the trea- 
sure is your only hope. Life is 
looking pretty bleak until a na- 
tive offers to sell you a magical 
amulet that protects its wearer, 
allowing him to be “killed” twen- 
ao a de times before expiring. 
IS is just the sort of compre- 
hensive insurance policy vou 


need before embarking on a 


At the right of the soreen, about to move on in RAIDERS OF 
THE LOST RING. Death is probabty imminent as the amulet iz 
onty good for a Couple more livos 
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* ropes 


treasure hunt in the Temple of 
- 30 off you trot into the 
jungle a little poorer and clutch- 
ing the magic amulet. 

rt from an Indiana Jones 
style hat, you have no usefu 
o rg and success de- 
pends on your running and 
jumping abilities. The jungle is 


screen contains a key that is 
needed later on in your quest. To 
collect a key a fairly complex 


| | “physical puzzle has to be solv- 
ed. Th 


& background is made up 
from junghy objects such as 
trees and swaying creepers. 
Most of these can be clambered 
over in real Johnny Weismuller 


style, using the left, right and | 


jump keys. 

Platforms are created by the 
branches of the trees, and 
swinging vines similar to the 
found in det Set Willy 
abound, Once you're on a rope 
Dr creeper, pressing a direction 
key opposite to the direction in 


which the rope is swinging | 


moves vou up; using the key 
which takes you in the same 
direction as the rope's swing 
takes you down. The jump key 
ana you to let go — just like 


The plaving area is made up 
from flip screens and a new 
piece A pnd appears as you 
move off the edge of the current 


| screen, Al] sorts of nasty thing- 


les try to hinder and disrupt your 
progress. Tribal warriors trog 
along tree branches firing pois- 


onous arrows at you. Apart from | 


the archers, lions patrol patches 
Of jungle and some of the trees 
contain psopre who hurl rocks in 
an awkwardly random way, 
Toueching a baddie or being hit 
by a weapon loses you a life .. 
Remember — the amulet's only 


ti for twenty three lives. | 


ploring takes it out of a chap, 
and a constantly shrinking bar 
reveals the drain on your ener- 
gy. Fortunately, a munch on a 
prece of jungle fruit boosts your 


| stamina. 


-H you survive the jungle haz- 
ards you enter the underground 
section of the game where diff- 
erent meanies and backgrounds 
are enctountered. Scary things 
such as ghosts, spiders, stone 
lã gnomes and all man- 
ner of death dealing obstacles 
try to. thwart you in the Under- 
ground section, which is follow- 
ed by The Ship, The Haunted 
House and The-Pit. Just keep a 
tight hold on that amulet! 


CRITICISM 





o” AArTaga hhh! Not another 
id T's not 
identical, but it is similar eno- 
ugh to be p “unoriginal. The 
graphics aren't brilliant, and the 
colour clashes like crazy. Sound 
is rei Buateção and realhy the- 

z ; Bia about 


| the game at all H kt were a 


budget game, then maybe it 





| Split into screens, and each | a 


k Fr 
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F E] r 


O Gosh! À JSW ripoft | 


haven't seen one of these in. 


ages. Don't be fooled by the 
obvious similarities like the 
swinging rape — this game isn't 
half as good. | would have ex- 
pected' to have seen the graphics 
nan average game early in 1983 
— they are jerky and there's a lot 
of colour clash. Sound is vint- 
ually nor-existent: only one 
tune, wiich is a great shame as it 
would have added to the atmos- 
phere of the game. Gameplay is 
very siow which leads to the old 
compiaints of boredom and 
monotony. lts infuriating, as 
well: losing a life means you 
have to spend ages tackling the 


same screen again. | can't reco- | 


mmend Raiders. 


€ What an amalgamation of old 
material! There dont seem to be 
any orginal features in Haiders 
of the Lost una: The main for- 
mat is very similar to Jasper, The 
nO rópe comes from det 
Set Willy and the game itself is 
just a platform game in the now 
bog standard, and extremely 
tedious, Matthew Smith format. 
The worse thing about this 
game is the terrible collision 
detection — it gets very annoy- 
ing to have objects drift by you 
before they killyou, Atthe price | 
suppose it's not too unreason- 
able, but only if you like this sort 
ofthing. don't. ” 





COMMENTS 


Control keys: Z left, X right, P 
jump, (L fire on some screens) 
ck: Kempston 
rd play: a bit sluggish 


Keyboa | 
Use of colour: hardly state ofthe 
Tt 


FE 

Graphics: a bit dated 

Sound: minimal 

Skill levels: one 

Screens: unknown! 

General rating: A passable 

pera but a bit expensive given 
e dated format 
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Producer: New Concepts 
| Retail price: £11.95 
Author: Mark Miller, 
Rokneddin Shariat, 
Anthony Kelly, Kieran 
McEnery 


iurichamp is the first in à 
range of sports simulat- 
ware house based in Ireland — 
New Concepts. Apart from the 
usual program casseite, the 
ie includes a plastic surf- 

ard which fits over the key- 
board ofyour pda ns pivoting 
Ee fulerum fitted over the 


The simulation itself requires 
some knowledge of surfing and 
the terminology of the sport, 
and a tutorial program is includ- 
ed on the B side of the cassette. 
Loading the tutorial allows you 
to step through menus which 
lead to descriptions of the var- 
iGUS moves that score points in 
tha game às well as information 
on the selection of gear, a glos- 
e of surfing slang, a history of 
suring and twenty tips for safe 








ions due from a new soft | 





fun in the surf. 

Before starting play proper, 
the program gives some infor- 
mation on the climatic condi- 
tons prevailing and then leads 
you through a set of options, 


requesting information on your . 


age, sex, height and a 
before allowing you to select the 
type of board and clothing you 
wish to take to the water. Each 
time the game is played the 
conditions change, and asin real 
life the best surfing is only to be 
had when the sea is good... 
The final option in the menu 
allows you to specify whether 
you want to practise riding the 
waves or enter a competition. In 
isa mode vou can select 
m ten s and surf away 
merriby, without running out of 
energy while vou practise man- 
oguvres. In competition mode, 
competition rules apply and you 


| getten rides in which to build up 
| a Score — performance deterior- 


ates as you get tired. 

The game begins with your 
surfer on the baach, carrying a 
board. Pick a spot to enter the 
water, press down on the nose 
of the surfboard on your com- 
puter to leave the beach and 


Insade the tutoria! program — each manoeuvre is illustrated, 
described and the points ifscores displa pod. Lots of other 
tips and hints can be found on side tro of the cassete. 







pau out to sea. A large surf- 
ard in the sky gradually disa- 
ppears as energy is used up — 
paddling the board gets tiring 
very quickly. Once a suitable 
spot in the sea has been reach- 
ed, the next step is to turn round 
and waitfor a wave. Pressing the 
2 key puts É dp surfer onto the 
board, and catching a wave 
allows the real fun to begin. 
Ônce a wave has been caught 
and the surfboard mounted the 
display changes to give a view of 
the wave you are riding with 
your surfer zooming along on 
the water. Using the surfboard 
overiay it's then up to you to 
























Riding a wave in Mew Concepts SURFCHAMP. Fast 
reactions and am understanding of the princípies behind 
surfing is needed if pou want to go for a high score 






attempt point-scoring moves as 
pos oa the wave towards the 
| « The board pivots about 
its centre and makes contact 
with some of the Spectrum's 
keys. As the little surfboard is 
tilted and slanted during play, 
| the keypresses produced are 

translated in movement on ser- 
een. The aim ofthe game isto 
for the highest score possible y 
assembling a routine of slic 
stunts. Your performance is 
govermed by the type of wave 
you are riding, Er choice of 

uipment an ysique enter- 
ad at the start, the weather, and 
the energy remaining — a tired 
surfer makes mistakes! 

New Concepts have based 
this simulation on the condi- 
tons and seascape at Fistral 
Beach in Newa a Cornwall 
during the 1984 World Cham- 
pionships. If you manage to 
master this particular beach, 
becoming a true Surfchamp, 
modules containing the data for 
other famous surfing haunts 
should be available in due 
posiraa to test your skills to the 
imit. 















| CRITICISM | 


€ “While New Concepts have 
come up with a good idea, and 
have created a very interesting 


and different sports simulation, 
they should have paid more 
attention to the front end of the 
guns, The instructions are very 
difficult to master, as is the 
| game itself. | you are already a 
surfer, you'll probably drop str- 


ai into it, but most people 
wilhave o puta ar bolero 
into getting to grips w 
game, That said, if you take the 
trouble, Surfchamp can be a lot 
of fun, and could teach a lot 
about the sport it simulates. 
| With a bit more attention to 

presentation, New Concepts 
could have had an excellent 
product. “ 







O “Surfchamp is essentially a 
good game. According to the 
packaging, the game is com- 
patible with the Spectrum Plus, 
but | had problems getting the 
two to work together — if vou 
own a Plus, try the surfboard 
first! Sound could have been 
used much better that it is, but 





Surfing, or have your heart set 


| study the instructions very care- 


| game. Graphically, 


“plus introduction program 


| Butoff before you start 















graphics are well above aver- 
age, although a littie bgit Srta 
ing on the beach, and colour is 
al mt should be. ff you like | 


on getting this novel game, then 
by al! means nip down to the 
shop. Cthenvise, think about it 
— the ei is worth the asking 
price, Out a few people may be | 
put of by the price tag. 


O Reading instructions, espec- 
tally long winded ones, is some- 
thing Itry toavoid. | had to resist 
the temptation to dive into Surf 
champ head first as it is impos- | 
sible to get started unless you 


fully, Even after reading the leaf- 
iet and looking at the instruction 
Frodram on side two ofthe tape! 
nd it difficult to get into the 
[round the 
gema a bit disappointing — 
ere's a fair amount of colour 
Clash and your character isn't 
exceptionally animated. There is 
no sound, which is a pity as the 
noise of the odd wave crashing | 
over the beach would have 
added to the atmosphere, Gen- 
erally, 1 wouldn't recommend 
Surfchamp unless you are the 
sort of person who likes to get 
really involved in a game. You | 
need to stick with thisone before | 
you have fun. “ 







COMMENTS 


Control keys: CAPS and 1 to 
paddle out, 2 to catch wave and 
stand, bo ta use surfboard 


Keyboard play: interesting... 
Use of colour: not bad 
Graphics: fairly good, though 
not slick 

Sound: none 

Skill levels: one 

Screens: two surfing sereens, 


ral rating: An interesting 
sports simulation if you're not 
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FOOTBALL 


keeps track of the state of play, 
listing all the teams playing and 
updating the scores as goals go 








































Producer: Virgin 
Retail price: £7.95 
Author: Kerian UK Ltd 


EF isgin Games are confid- 
ent'that their new football 
simulation program |s 

true to life. Sports journalist 
Tony Williams came up with the 
concept for the game, drawing 
| upon his football knowledge 
aa as editor of the League 
lub Directory and the FA Non- 
ue Directory. Tony studied 
the form of the football clubs 
which appear in FA Cup Football 
and devised a set of perform- 
ance figures for them. Ônce 
Tony's data had been incorpor- 
ated, the Football Association 
was shown the game. The FA 
found it so authentic, that the 
program carries the Football 
Association's endorsement. 

The program follows the cou- 
rse of the FÃ Cup, and allows up 
to eight players to manage ten 
teams each. No less that 124 
teams are included in the game, 
and if players don't find their 
favourite  Non-League team 
amongst them, they can enter 
further clubs. 

At the start of the game the 
number of players has to be 
input — one person can play 
against the computer — then 
players enter a two, letter code 
which is used to identify them 
for the rest of the game. Takingit 
in turns, the budding managers 
select teams from the paged list 
displayed on screen until every- 
one has a full complement of ten 
sides and the competition | 
noqiia 

| the Cup matches can be | 

played from scratch, or the 
players can opt to move straight 
to Round Three — when the First 
and Second Division clubs enter 
the competition, in which case 
the computer calculates which 
teams were defeated in the first 
two rounds. 

Each round as le with the 
draw. Two dists bearing nurm- 
ber5 corresponding to the clubs 
remaining in the contest roll 
across the screen, When they 
come to rest the names of the 
two teams they represent are 
added to the listof matches to be 


in. 

The matches are played in 
accelerated time, às shown on a 
digital readout at the top of the 
| screen, and the passage of time 
can be speeded up by pressing 
the SPACE key. In the first three 
rounds play continues to full 
time without interruption, but as 
the competition hots up more 
and more managerial decisions 
need to be made. In Round Four 
managers are given the option 
to change tactics at half time. In 
Round Five à tricky question is | pleasant one. The game itselfis | have to admit that | masnt 
asked of every team's manager | good fun to play, butistoo easy | fooked for a long period of time 
before play commences to test | when played alone. H you can | — but if's fun trying to get your 
managerial ability, and a sub- ayinagroup, thendo 'cositsa | teams to the Cup Final. 
stitute can be played at three | lot more fun with friends, lts po 5 
quarter time. sionally the | nowhere near as involved as | 8 Althoughit's not particularly 
option to look at a newsflash is | Football Manager, but it's good | brilliant, FA Cup Football pro 
given to the away teams's man- | fun nevertheless, and football | vides quite a bit of fun. lts 
ager — if the news is vigwed it | fans should be well pleased | almost theraputic in fact, just 

| sitting there pressing the oda 
button occasionally and watch- | 
hs ditas happen. The graphics 
iwhat there are ofthem) are very 
nice and the whole game is 
excellently presented. For me 
Football Manager is still the 
definitive football game on the 
spectrum, as it is more compli- 
cated and has more depth. This 
ismors ofa party game — it'd be 
great with a bunch of football 
| mad friends — or perhaps one 
for the youngsters. Worth a 
| whirl if you're nuts on footy, ” 


COMMENTS | 


Control keys: X to page the 
= ma Ens Ê eo bosta sb 
lar Penrith, à it's time to select tactics for the | to continue to the ne oun 
ip FOOTEA Hr after Full Time, SPACE to in- 
crease the rate atwhich time 
asses, Aselects defensive play, 
may increase or decrease team | with this “official game from for à balanced game, € for 
morale, Virgin. " attacking ano 
In the last three Rounds Joystick: N/A | 
managers have to deal with a | € “FA Cup Football may be | Keyboard play: follow the 
barrage of tricky questions, | mistaken for Football Manager rompts 
update tactics at quarter, half | as it is based on the same idea, | Use of colour: excellent 
and three-quartertime as wellas | So what ifhasn't got ace É sda Graphics: not a great deal, but 
decide whether to fieid substi- | jes and wondertul sound? One | what's there is well done 
tutes. During the Final, updates | minor niggle: ! found the tactics | Sound: various beeps and a 
on the pitch condition, humour | feysa bitillogically chosen: why | little tune at the fina 
of the crowd and the style and | press C for an attacking game | Skilllevels: one eg CR 
mood of the players are givenat | and A for a defensive one? It's | Screens: one for each function 
regular intervals during the | still an entertaining game, tho- | General rating: Well put 



























played in that round. match. uh, Fhe amount of player inv- | together, but a simple game 
Before all the matches are olvement is fairty minima! — | | which might disappoint some 
| played, managers have to cho- RODE EEE 5 people 





ose their tactical approach to the 
games in which their teams are 
plaving. Managers can encour- 
age teams to play a Defensive, 
Balanced or Attacking game by 





CRITICISM 


O "FA Cup Football is a very 
well presented ileg AM game. 
ma 












selecting the appropriate key | The use of colour es the na started 
when the computer prompts | screen display look afttractive, iddictive qualíties 
them. Once all the tactics have | and the graphics make what Value for money 
been given to the computer, the | would have É an unexiting Overall 





matches kick off. The computer | 
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text-only game into a more 


SPECTRUM 48K 


SPECTRUM 48K 


» 1983 Warner Bros. Inc. All Rights Reserved 

Ccean Software Limited, é Central Street, Manchester MZ 5NS. 

Telephone: 061 832 6633 Telex; 669977 Oceans G 

Ocean Software is available from selected branches of 

(Er RODE RIU jon tensos ED ATO SER TE ED E spectrum Shops and all good software dealers 





RUNNER 


Producer: CRL 

Retail price: £8.95 
Author: Andy Stoddart, 
lan Foster 





n Blade Runner you play the 
| do of a 21st century bounty 
unter — a sort of Tuturistic 
Clint Eastwood who is on the 
track of replidroids. Replidroids 
are highly sophisticated robots 
that have been developed for 
use in hostile or dangerous 
environments and are used by 
humans as offworid slave 
labour. 


Despite looking human and, | 


for the most part, ipod Ee 
like humans, replidroids have 
been banned from Earth. They 
are manufactured in half a dozen 
grades, and the highest grade 
replidroid is superior to any 
human in terms of strength and 
"una and at least as smart. 
en the game begins, 
you're after the” least harmful 
rade of replidroid, grade one, 
ut as the thi the droids fall and the 
points clock up the set of repli- 
cants that you chase after gets 
| nastier and nastier until the very 
| unpleasant sixth level repli- 
droids are your quarry. 
- The city to be patrolled is split 
into nine sectors; you are 
equipped with a gun and neat 
hover vehicle — a skimmer. The 


skimmer's viewscreen is divided | 


into three areas: a detailed 
sector map, which displays an 
aerial view of the part of the city 
you are currenthy travelling 
over; a smaller mapscreen 
which highlights the sector in 
relation to the whole city, and a 
message window. Replidroids 
and their creators are shown on 
| both the large scale vigwscreen 








and the sector map by flashing 
graphics. Às you move across a 
sector boundary the next map 


windows onto the main screen | 


and the yellow highlighting 


móves position accordingly. 

The aim of the game is to 
move your-skimmer through the 
maze of streets that forms the 
City until it is above a replidroid 
on the run, and then land by 
pressing the fire button. The 
droids constanthy hack around 
the teeming freeways and as 
your skimmer descends the dis- 
raid changes to a side-on view 
of the street you have landed in. 

Landing is achieved automat- 
ically: the computer takes over 
and runs through an animation 
scene lasting about a minute 
which shows the skimmer 
pa A setting itself on terra 
irma. Ônce you've landed it's 
time to persue your quarry on 

t. À scanner along the bot- 
tom partofthe screen shows the 


along the street. 
Pedestrians and groundcars 
also use the roadway, and 


they're oblivious to your miss 
ion, perfectiy happy to get in 
your way, Bumping into a 

estrian wastes time, while a 
collision with a vehicle is fatal. 
the fugitive manages to race out 
of the scanner's eye then your 
skimmer returns to ground level 
to take dna back to the map 
screen. If things get really frus- 


trating, you can always shoot | 


the innocent bystanders though, 
as this gets them out of the way 
rather Sficientiy | 
“The actgrsand serolls from 
right to left, and a pseudo 3D 
: ect allow you to move in and 
out of the gutter and onto the 


At Street Level in BLADE BUNNER, with pour skimmer about 


to take off as pedestrians wander past, unconcerned 
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| block on the long range scanner | E | 


Fhe control panel of your Skimmer in BLADE RUNNER. The 
main panel displays a detailed map of the current city 
quadrant, while the smaller panel is a large scale map of the 


city 


| pavement. Tó retire the repli- | 
positions of both you and the | 
droid, and looks three screens | 


droid and earn the bounty po- 
ints, you have to get directly 


| behind it. ma dee shot and the 


city i5 populated by one less 
malignant pesos The skimmer 
returns and the story continues. 


CRITICISM 





“ At first sight ento uni 
eo ” be ag 


tiro seems little point in going | 


Dn any further. The graphics are 
a mixed 


EE 


a variety of haircuts and 
jts — so even though the 
replidroid is going in the 
site direction to rest of the 
pedestrians, it is often hard to 
. The streets contain neat 
ils like and so va 
em the + scro : bic 


= 


O “Vel another Game-of-lhe- 
film! Not a bad one either, 


| | despite the fact that its the 


ame of the soundtrack of the 
im. Only one thing stops it 
being excellent, and that 1s the 


| Fact that doesn't present much 


of a challenge. The instructions 


should have given more detail | 


on the gameplay, as they do 
fittle more than set the scene for 
the game. The time it takes to 
begin to understand the game is 
more or less the time it takes to 
master it. The graphics are 
9000, excellent on the pursuit 


bag: the characters | 
generally alllook the same apart | 








Screen, where you must “retire” | 
your repiidroid. HF you are a | 
hardened arcade freak, looking 
for an easy but entertaining 
game, took at Blade Runner. ” 


6 “| felt there was something | 
missing from the game, and not 
enough to do while | was paving 
— jts like a mini version 
Ghostbusters. The plot's sim- 
ple: find a replidroid, jump out 
of the skimmer and kill the 
replidroid. This turned out to be 
avery tedious job, as | found the 
game very slow to respond to 
joystick movements and even | 
slower on the keyboard. Blade | 
runner might have been improv- 
ed a bit if there weren't such 
pd | pauses between landing 
taking off in your skimmer. 
CAL could have made a good 
game out of a great movie, but | 
m afraid eva ve made a total 
hash ofit. “ 


ol Ê 


Control keys: definable 
ich: 


Keyboa rd play: unresponsive 
na of colour: okay 

raphics: quite neat aí times 
Sound: excellent tune, little else 
Skill levels: one 


Screens: 2 
General rating: À rather 
disappointing game, overall 








| Featunng Video Digitised Pictures ) 


SPECTRUM 48H | Tmin program cassette) 18.95 
SPECTR UM 125K (Enhanced version| 8.95 
AM STR AD 464/664/61 28 UTveain program cassette) 18.95 
AMSTRAD DISC 13.95 


available from all good retail shops or order today by mail 
Pnces include VAT and p & p 

send order to 

sotware Commumecations Limited, Mariech House, 

Hay Terraçe, Pevensey Bay. Sussex BN24 BEE 

'RADE ENQUIRIES WELCOME PHONE (0323) 768456 
TELEX: 87465 EXIM Bnghton 


martech 








Producer: Megasoft 
Retail price: £1.00 plus 
P&P 


Author: Richard Welsh 
gor old Frank, instead of 
his normal day to day grind 


| of sucking blood from 


mammals and transmitting end- 
emic typhus, he's got lost in 
| Major Mansion. He wants his 





Mummy but the problem is that | 


Major Mansion is a fairly large 
place. The only thing that Frank 
really knows is that Mumsie is 
somewhere on the second floor 
and that he is in the basement — 
a rather long way away in flea 
têrms., 

Unluckily, Frank is no eternal 
ilea either and bumping into 
various bits of the mansion's 
furniture depletes his life force. 
H the poor insect is unfortunate 
to lose all his energy, then death 
is the reward, shortly followed 
by a burial by vacuum cleaner 
no doubt. This is definitely a fate 
to run away from. To be back 
with Mummy supping on a drop 
of rhesus negative is something 
worth striving for. 

Each room is shown from a 
sideways view with Franky start- 


ing from the far left. Frank hasto | 


traverse the three screens that 
make up each floor to get to the 
flea lift that zooms him up a 
floor. Luckily for the program, 
gach room takes up exactly one 
screen, and hopping of the edge 
of one room flicks another 
screen into view. On the last 
level a flashing Mummy flea 
ça for Frank instead of a flea 
ER 

The game starts with the poor 
little insectoid stuck in the base- 
ment sitting on a sofa. Frank's 
trusty líttle leg muscles can 
operate in two ways: in walking 
and jumping mode. Frank can 


rrbhe and walk to left and right. | 


alking over fumiture is all 
rather logical. If you guide Frank 
off the edge of one of Major 

| Mansion's chattels then he falls 
to the floor, obeying all the 
correct laws of gravity. 

Jumping is something to be 
carefully judged, since a mis- 
placed leap almost certainly 
means a collision and a loss of 
life force — heading full pelt into 
a standard lamp or window 
ledge is a fairly major thing for a 


flea, Throughout the game Fra- | 


nky's flea status is indicated by 
his colour. The hue of the insect 
is also mimicked by the border: 
Frank starts on white and knock 
| after knock slowly fades to blue. 


One knock after blue sends him | 


floorwards and the poor little 
flealet discorporates. 

HE Mummy is reunited with her 
errant son then the program 
advises you to try a harder level 
where the life source provided is 
a lot less. 
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This is the first release from 
Megasoft, which is mainhy Rich- 
ard Welsh aged 14.92 years. 
Written entirely in BASIC, the 
program may well resurface in a 
faster form, once Richard has 
acquired a compiler — and two 
further releases are in the Mega- 
soft pipeline already. Richard 
Welsh can be contacted at Five 
Springs, Guilsborough, North- 
ampton, NN& 80B, 






CRITICISM 


“ Ha,Ha,Ha a BASK game! Gosh 
| haven't seen one of these since 
The Great Space Race. Well, to 
tell you the truth, it's not that 
bad — in fact | quite enjoyed my 
first go and | was quite com- 
pel Jo have ct o. The 
graphics are exceptionally good 
considering they are in BASIC 
and the backgrounds are very 


nice, big jolly sofas and the like. 


The sound consists of a few 
besps and a tune or two might 
have helped with the atmos- 
phere, but | suspect it would 
s| the game down some- 
what. Generally | am well im- 
pressed with both the game and 

& programmer's ability. | rec- 
ommend it strong o everyone 
— ft might not be the next 


| mega-game but it will certainly 


cheer up a rainy afternoon. After 
all, for a quid you can't go 
wrong. “ 


“ Okay, so it's BASIC. AU things 
considered, this is not a really 
bad game. but it's not a real 


| mega-game either. The back- 


(GT ——— 





Sorng! goes Frankon his travels to be reunited with Mummy 
FRANK THE FLEA from Megasof 





drops are colourtul and quite 
attractive, though they don't 
exactiy compare with some- 
thing like Everyone's a Wally! 
fhe main character, Frank, is 
small, unanimated, and extre- 
mely jerky. The game itself is 
reasonab!y good tun for a while, 
aiter which it starts to become a 
bit tedious and unexiting. For 
one pound though. vou can 
hardly complain, ause Meg- 
asoft are only making some- 
thing tike 40p profit on mail 
order sales, | presume. Allthings 
considered, Frank the Flea is 
quite a pleasantiy styled game 
and may appeal to some, espe- 
cially for the price. “ 


“When handed a Woolies cass- 
ette with a photocopied insert, | 
am a little dubious. When | load 
the tape and find out that the 
game's written in BASIC, I'm 


| worried. It is therefore very 


pleasing to find on playing the 
game that it's actually been very 
well written. Frank hops around 


| the screen in smooth ares and, 


as fleas go, is quite convincing. 
The 12 rooms are all different, 
with good, clean graphics of 
household objects furnishing 
each location. The small amount 
of animation lent to Frank's 
movement and the lack of music 


can be aftributed to the authors | 
need to keep the game fast. 


| Frank The Flea may not be able 


to compete in the mainstream 
| software market but in the flea 
market it's one ofthe best pieces | 
of budget software I've seen ina | 
long time. Go on, send Richard a 
blank tape, a poundandaSAE.. 
- have some fun and contribute 
to the Megasoft Compiler 

fund! " | 





COMMENTS 


| Control keys: redefinable 
| Joystick: N/A 
| Keyboard play: responsive 
Use of colour: simple, but neat 
Graphics: simplistic 
nd: beeps 
Skill levels: 3 
Screens: 12 
General rating: An interesting 
little game 





Addictive qualíties 
Value for money 
Overall 


H's not easy peasy being a fica. Furniture and fittings got in pour way, and coretul jumping 





15 the order of tha day in FRANK THE FLEA from Mogasoft 


4 
dh 


ge ua 
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BASEMENT 












| Producer: CP Software 
| Retail price: £ 12.95 
Author: Richard Wheen 


he tension mounts as the 
| quiet click of fresh cards 
permeates the friendly but 

— | competitive atmosphere. This is 
| Bridge, a game involving logic, 
tonventions, and a complete 
understanding between the 
members of both the two teams, 
usually highlighted by a curious 
argot that is ineffable to the un- 
trained listener and understood 
only by other Bridge players. 
Bridge is a card game dearly 
loved by many and probably 
loathed by the majority, it's also 
best played with three other 







computer version can at least 

bridge the gap in a lonely 
persons life. 
CP Software have already 


and Bridge Ill is the latest. 


sized box containing a single 
cassette and an B-page instruc- 
tion manual briefly covering the 
[aims of the program and how it 
| relates to the game, One thing 
becomes clear immediately, 


program's usefulness as a 
beginner would learn about 


program or the manual, and per- 
aps it would be unfair to expect 

that, As an aid in brushing up 

your play, it's obviously useful. 

So much for the simple, onto 
the argot! The Aco! system is the 
bidding convention used al- 
though it understands the Stay- 
man and Blackwood conven- 
tións às well. Unfortunately the 
computer (5 no Omar Sharif, init- 
iating neither of them, but it 
does bid In that system if asked 
to by the player. 

You always play South, but if 
you win the contract with your 
partner (North) as the declarer, 
rather than sit and watch the 
computer take over, you can 
play your partner's hand as well 
as your own “dummy” hand. 

idding may be avoided ifyou 
préefer, although this removes 
most of the fun of the game. At 
the outset, after dealing, your 
“hands displayed on screen, and 
“from this you must É sopa your 
bid and start responding to your 
partner's counter bids, or he to 
yours. Bids are simply entered 
and displayed as a figure and 
letter, thus two spades is 25 and 
four hearts is 4H. P to pass, Dto 
double and R to redouble. A no- 
trump bid uses the letter N. In 
“Play the order is reversed, suit 
“| first followed by the card (A, K, 
HQ, for the royals, T for ten, and 


| then numerals Ito 2, 


equally matched people, but in. 
leu of other human players, a | 


produced several such versions. 


comes presented in a dual tape- 


although a claim is made for the. 
teaching aid, there is no way a 


Bridge playing from either the. 





Hands of between 12-14 
points are considered as being 
weak, strong being between 15- 
t7 points or having variable no 
trumps. If bidding isn't required 
and you just want to get downto 
the game then a choice must be 
made between either seeing all 
the cards or just those of the 
player's hands. After this the 
screen Fi whichever 
hands have been selected and 
asks you to choose the contract, 
so for example 2H would be a 
contract of two hearts. If all the 
cards are to be displayed then a 
final option allows the pares to 
choose to play all four hands or 
just concentrate on his own, 
eaving the computer to play the 
other two. 

Dealing begins from the North 
hand and rotates around the 
cardinal positions in much the 
normal way, Once a contract has 
been declared the sereen 
changes to reveal the hands at 
their appropriate positions. Dis- 
played on screen is the number 
of the hand being played, con- 
tract and the declarer along with 
the dealer, whether or not some- 
one is vulnerable and the last 
trick played and who won it, The 
score of the current game in 
tricks is also displayed at the 
bottom left. 

The program has a number of 
useful features, for instance, if a 
card is played and there is no 
choice but to follow suit with 
only one card then the computer 
automatically plays it for you. 
During play various things may 
be reviewed by entering EB for 
bidding, É for earlier tricks or 

Ou can peep at your opponents' | 
hands by entering P. After play- 
ing a card however this infor- 
mation is deleted. Claiming the 
rest of the tricks in a hand can be | 
done by entering Z and in blind 
faith the computer attributes the | 
rest of the tricks to you — it's 
well known that Bridge players 
never cheat! Recommencing | 

lay is done by pressing R. 

inally, ifyou're the declarer and | 
an opponent plays a trump (or 
“ruff as Omar would call it), then 
the computer civilly alerts you to 
the fact by beepina. 

At the end of each hand the 
score is shown including any 
penalties, slams, honours or 
rubber points in the familiar way 
and a cumulative total is display- 
ed. After a game there is the opt- 
ion of replaving that same hand 
but with renewed bidding, 
taking a hard copy to printer, or 

oing straight on to the next 

and. If you decide that during a 
game you don'twontto play any 
more or Omar walks in to the 
room and À ger feel distinctly 
embarrassed then you can 
abandon your current hand by 
pressing N or going back to the 
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Gosh, Cameron, Lloyd Mangram can play a better Bridge hand than 
you can photograph' E | 





list of options by using O, A use- There's no doubt that if you 
ful built in facility is to be ableto | enjoy playing Bridge, that this 
load and save to microdrive. | program has its merits, but it 
One bug seems to have crept | seems doubtful that it can do 
through however, at one point, | much to convince the real 
after creating four hands to play, | novice, who is likely to find the 
the program crashed and reveal- | whole business quite bewilder- 
ed its protected BASIC program | ing, and at its fairly high price, 
— F Vachha the protection's | possibly offputtina. 

author will not be pleased. Garth 
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Producer: Bug Byte 
Retail price: £2.95 
Author: Tymac/Software 
Conversions Ltd 






AA , few years ago this game 
E mM arived on the Commod- 
EP Wore with the rather tame 
title of Ganda!f. Bug Byte have 
taken it out of the cupboard, 
dusted it down, converted it for 
the Spectrum, up-dated the title 
and scenario a bit and released 
it as a budget game. 
Sodov the wizard, in keeping 
with modem times, has aband- 
oned the apprenticeship con- 


| cept in favour of the Youth 
| Opportunities Scheme. While he 


scampers around the batile- 





ments of his castle shouting 
ei spelis which turn mar- 
groca dragons into 
jetdos of gold, Sodov's YOP 
stays in the castle courtyard 
stirring a cauldron. 
The dragons, true to form, are 
fairly aggressive beasties. What 
they want is Sodov's YOP — a 


“tasty morsel in dragon terms. 


The dragons scamper around 
the field outside the castle, 
trying to avoid Sodov's magical 
wrath as they run towards the 
castle walls to beat on the 


| portcullis. 


sodov casts his spells using & 
Mission Command style cross- 
hair cursor to aim his magic. He 
can scamper left and right along 
the batttaments and along the 
castle floor by holding fire down 
with the approprite. direction 
key, entering the towers at the 
left and right of the screen to 
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change levels. Each time a spell 
is cast Sodov loses some energy | 


from the counter on the status 
bar at the bottom of the screen. 
More magical power can be 
drawn from the magic star in the 
lag If Sodov goes to the 
p of one of the towers — 
providing” the star's not covered 
vacloud 
All is not in Sodov's favour, 
however. Every so often a mean 
red spider potters into the castle 
andscurries round. kl it touches 
sSodov he loses magical energy, 
but he can take refuge from the 
red meanie by hiding in one of 
the towers until it goes away. 


The little cloud which scuds 
across the sky is more than a 
nuisance covering up the power 
star from time to time, It occa- 


sionalhy shoots a power-sapping | 


bolt of lightning at Sodov, 
coli E off some of his energy 
points. And to add financial in- 


sult to magic injury, an ostrich | 


turns up now and again in the 
field and pinches some dragon- 
gold! 


When a certain number of | 


dragons have made it to the 


walls, they manage to get the | 


esa open and one of their num- 
r enters the castle and drags 
the YOP outside. While TOPS 
are fairiy expendable —- the 


| wizard has three availabla — 
Sodov can choose to nip outside | 


and mount a rescue attempi. 
Temptation lies in Sodov's path, 
however. Lumps of gold are to 
be found on the ground outside 
the castle — Condensed Dragon, 
produced by the wizard's defen- 
sive magic. Should he collect the 


loot or save the YOP? Decisions, | 
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the kitchen in Chateau 
castls 


decisions... 

OQut in the field, the wizard is 
vulnerable to dragon attack — 
they have particularly bad hali- 
tosis it seems, and à couple of 
puffs of Dragon Breath from 
close up kills the wizard, who 
explodes into the word 'DOQM- 
ED'. On the field screen, the 
wizard can lay mines in the path 
of the dragon that's got his YOP 
and is legging it towards the left 
ofthe screen. Sodov can only lay 
one mine ata time, andifhe gets 
it in the wrong place it's a matter 
of waiting until a wandering 
dragon stumps over the mine 
before another one can be laid in 
the path of the abductor. 

While tao for a laid mine 
to explode, Sodov can scamper 
around prrenno up the gold 
nuggets by walking over them. H 
the “dragon dragaing the YOP 
hits-a mine, Sodov has a few 


moments to rush over to his | 


little worker and lead him to 
safety before another dragon, 
seeing that lunch is about to 
escape, carries on the shopping 
and seizes the lad. 


| Should Sodov fail to rescue, 
his YOP he gets to keep the gold 


anyway, and its back to the 


| castle and on with the game, one 
| YOP down and plenty more 
| where that one came from. 





O “ Apart from the obvious 
problem with the title, Sodov is 
an enjoyable game. Bearing in 
mind the price, it represents 
good value for money, and the 


raphics are quite neat. As to its | 


sting appeal, well, it depends 
on pads much you like the 
game: you'll either hate it or 
ve it. EA aro Piu a 
category, in 8 soun 
isn't up to much, but the game 
doesn't need it. | can't see the 
sales for this running into the 
hundreds of thousands, but it 
may pas to you — it appeals 
tome! * 


O “Cl am well impressed with 


Bug Byte's latest release: it's | 
very piayabie and quite compefl- | 
ing. | First saw this one ages ago | 


on the C64 — then it was very 


Collect the the VOP who 
a 








good for its Ena and now it is 

just as good on the Specirum, | 
and aíso very cheap. Graphically 
this game is not brilliant but the 
characters are fairly well done 
and the 3D works mel! on the 3D | 
screen. Sound is limited to a few | 
burps and squamwks here and 
there — a tune or two would 
have been appreciateo. After a | 
bit of practice [id got quite good 
at this one, and [can tsee myself 
getting bored for à couple of 

ours at least. ” 


O “| loved Sodov. t's a very 
simple, two screen game but it's 
a lot of fun to play, and makes à 
pleasant change from a diet of 
arcade adventures. The graph- 
Ics are not stunningiy detaileo, 
but perfectly adequate never- 
theless. | like the way the drag- 
ons blow up into little mush- 
room clouds when your spell 
zaps them. No music, a minimal 
scenario and only two screens to 
the game means it's not a super 
dooper hit, Plenty going on all 
the time you play, a neat chall- 
enge, humour, and the price all 
add up to a good deal. Get it. ' 





COMMENTS — Ss. Ed 





Control keys: O left, P right, O 

up, À down to move sight, 

bottom Row to fire; Fire with 

direction key to move Sodov 

Joystick: Kempston, Interface 2, 

Cursor 

Keyboard play: using the sight is 

F bit ta 
se 01 colour: pretty 

Graphics: quite neat 

Sound: passable tune at the 

start, little more 

Skill levels: one 

Screens: two 

General rating: Bug Byte have 

put new life an old game, 

especially at this price! 
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Producer: Bug-Byte 
Hetail price; £2.95 
Author: Eugene Smith 


h deary, deary me. You 
know when you wake up 

q on a Summer's day and 
you ses the good old yellow 
miling face of Mr Sun looming 
cale the window at you and 
you feel all happy and warm. 
Weill, dear reader, come 2086, 
when you're about 115 or so 
years old, he won't be there any 
more. Oh no, he'll be a tiny speck 
in space, all cold and miserable 
and vou] have to huddle ar- 
gund your electric fires. Well 
that's how it is, according to the 
luture predicted by the latest 
ve game. 

Dor old mankind is huddled 
igether in thermal kinickers in a 
ghetto surrounding the last 
operational power station, Now, 
big problems have occurred — 
he station has started to mal- 
lunction and all the auto com- 
ponents are rampaging through 

e complex. With a power fail- 
yre imminent you are elected to 
save the human race from freez- 
ing to death. 

You see, you're the one and 
only remaining cybertechnician, 
he only person owning the 
ability to restore the power 
station to its proper working 
self. You're given a team of five 
working droids and are asked to 
deactivate all 51 sections of the 
station. 

Roboto is a 51 flick-screen 
arcade adventure with arcade 
overtones. What the player has 
io do is to go round each of the 
sections (each section takes up a 
screen) and destroy the circular 
| power orbs' found there. Each 
room has two or more exits and 
are all linked to form a map. You 
Can pass through a room with- 
out shooting the orb, but ulti- 


iroyed. The droid car move in 





| | tigs occupyi 
?) Occasionalhr chootino an orb | 


| more that a constant and mon- 
otonous buzz. The maze looks 


mately they all have to be des- | 


four directions and also has a | 
limited supply of bullets for 
shooting the orbs and any nas- 

the locality. 



























ives the droid extra bullets, and 
they're certainly needed! 
e journey through the 
power station is made hazard- 
ous by sliding doors, electrified 
walls and sparks — all have to be | 
avoided since one touch from | 
any means the Instant destruc- 
tionofone of your five droids. 


Deary me, the future world isn'tso nice after all infactits a pretty 
hostile environment for am intrepid cybertechnician what with all 
the sliding doors and small but mean graphics 














O “Lots of colour and good 
graphics make Roboto reason- 
ably attractive initially, but as 
you progress through the game, 
Ht starts to get a lrttle boring. It's 
quite easy to start off with, and | Graphics: small and uninspiring 
soon you find paso flying | Sound: there's a tune but 
through loads of screens 'with Ca sound is poor 

| the greatest of case. For the | Skill levels: one 


left, W right P fire 

Joystick: Sinclair, Kempston 
Keyboard play: not wonderful 
Use of colour; varied opinions 
settle for 'reasonable' 





CRITICISM 


O “Roboto is a very simple 
game, fun to play, it has nothing 
in it, however, to catch your 
attention. t's very much like the 
very early cheapo Spectrum 
| games — simple and short-liv- 


ed, All the graphics are much | price, it represents pretty good | Screens: 51 
too small to have any decent | value for money, but it fails to | General rating: simple, but 
effect on the game's presenta- ave any really long lasting | cheap arcade adventure 


tion and the sound is nothing | appeal, possibly because it's so 
easy. H you're a hardened zap- 
paroony arcadian, it's probably 
not worth the effort, but it may 
appeal to some who want a 





pretty boring as you move 
around it in a very wobbly 







nr etnias 58% 







fashion. Everything about Ro- | simple, easy and attractive Graphics 45% 

boto is basic and it presents no | arcade game. ' Playability 59% 

really effective challenge to | Getting started 64% 

keep you at the keyboard or | Addictive qualíties 61% 

joysti for hours. | suppose this COMMENTS “|| Valueformoney 63% 
ind of game is alright for the Overall 58% 


younger users in the Spectrum 
market, but people who have | 
been Spectrum owners for a 
time may quickly get fed up 
with this game. * 





Control keys: O up, K down, O 


O “Roboto is a fastarcade shoot 
em up from Sugiro and so far 
they have produced some good 
games [ie Sodev the Sorcerer). 
oi 6 some of the screens 
may take some time to pass it's 
tun and playabie. Some screens 
contain weird objects which 
must be overcome in order to | 
progress. The graphics are good 
and detailed and there is a wide 
use of colour on many screens. 
4 jolly tune greets you at the 
start and gets you into the game. 
lf Bug-Byte can keep up the 
standard of games like these, 
then they are on the way to 
some Smashes soon. Next time 
you get three quid go out and 
getit. * 
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When you've cornered 
the germ bags... 
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' To make matters worse, the 
seven jewelis that made the | 


Producer: Mastertronic 
Retail price: £1.99 
Author: 

B O'Shaughnessy 


egend tells of a wrecked 
pirate galleon containing a 
Nim priceless crown. À demon 
murdered the crew and sunk the 
ship, claiming the crown for it- 
self. You've located the sunken 


ship and set out to explore it, | 
aiming to claim the famed | 


Devil's Crown, 

Understandably, the devil 
hasn't left his crown totally 
unguarded. His evil influence 
has attracted a host of nasty 
creatures to the wreck and 
anyone venturing into the gall- 
gon is attacked by the evil beings 
that now lurk in its dank 
chambers, 

Escape from the wreck is 
impossible without the power of 
the Devil's Crown behind you. 


Great cabin, 
Carrying a key 


Qqxuyugen jpevel 





You're equipped with a bullet- 
fed gun and a scuba duper 
underwater vehicle. It's a sort of 


| underwater equivalent of a 


vespa scooter, a handy little 
runaround powered by a couple 
of powerful turbines which can 
be used to drive it in four dire- 
ctions. Leaving the controls 


downwards under gravity's in- 
fluence. Fire activates a bullet 
gun in your non droppable in- 
ventory. The supply of bullets is 
finite, and to keep shooting, 
extra ammo has to be collected. 
Bullet caches are shown by a 


collect key collects the ammun- 
ition when you are over a gun, 
and the bullet—o-—meter is put 
back up to fifty. 

Only one object can be carried 
at a time, so when an item is 

icked up the current item in the 
inventory is dropped in place of 
the new acquisition. Vital items, 
like bullets and oxygen collected 
from tanks don't clog up the 
inventory, but boost their res- 
pnective meters. 

A bar along the bottom of the 
screen shows the oxygen level 
in your craft's tanks and killer 
fish do their best to deplete your 


taining one of these creatures 
with a full tank of oxygen, and 
the aquatic nasty makes a bee 
line for your airsupply. Hf the fish 


ma an 
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centerpiece of the crown have | 


been scattered and hidden thr- 
oughout the ship. The crown's 
casing, by itself, is useless. 
Reassemb na Lord Foul's tiara 
is not easy. Each jewel can be 
retrigved by replacing the seve- 
ral etheral 
around the ship with their cor- 
porate aaa found else- 
where. The trouble is, you're 
onhy able to carry one object at 
any given time and this does 
cause problems. Find the seven 
jewels, however, reassemble 
the crown and freedom and 
untold wealth are yours. 
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central lets the aqua vespa drop | 


little gun — a quick jab on the | 


supply. Float into a room con- | 


| price, | wouldn't recomend this 
| one much as there are plenty of 
better games along the same 
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| inthe gunpowderstores, ca 
Kilter Fish furking on the ler 
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reaches you, the oxygen counter | 
hits. near rock bottom after 
which the fish drifts away dis- 
interested. Let fly the odd bullet 
in its direction and, cowardly 
beast that it is, the fish immed- 
ijately retreats. Hit it and it ex- 
plodes. Pirate Ghosts are also 
worth avoiding, and once again, 
a wellaimed bullet removes 
them. 

The ship contains forty cham- 
bers and at least one door leads 
out of each room, There are no 
security problems — all the 
doors are uniocked and open 
automatically when you move 
into them, flipping the next 
screen into view, Some Of the 
rooms are particularly hazard- 
ous since they are in total 


darkness. Luckily there's an | 


underwater lamp to be found, 
and carrying it into a darkened 
room has the required effect. 
But then what do you expect 
to be up against? Nicking jewel- 
ly from demons isn't like taking 
candy from babies, after all. 


CRITICISM 





e “ve seen too many games 
like this (especially from Mast- 
ertronic) and they bore me. 
Controlling your craft is a little 
difficult to get used to as gravity 
affects it and you have to pay 
constant attention to avoid 
drifting off course. Shooting 
things is a problem too, as you 
have to be moving left or E hs 
as you pull the trigger. The 
graphics are qa cielo tm 
detailed but are a mite 
jerky at times; also the back- 
grounds are often garish. Sound 
ts poor, merely a few beeps here 
and there. Generally, even atthe 


O “ For Mastertronic The Devil's 
Crown is nothing really excep- 
tional compareo to their usual 
product, but then again fts not 
bad and can present quite a 
challenge to dedicted arcade 
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adventurers. Gamewise JS | 
nothing astounding, just predie- 
table and conforming quite ng- 
idty to the ideas behind many 
gone that have gone before il. 

he graphics are not of & very 
astounding sort, just adequate 
really, though there's the odd 
nice touch. Overall a not very 
exciting release just a continu- 
ation of what Mastertronic does 
best. Some people may well like 
ft FF 


o “Oh dear! Why cant all 
Mastertronic games be of the 
high quality of Spellhoune? 
Devil's Crown has got some | 
good graphics, is very colourful 
and occupies a reasonably sized 
playing area, but these features 
don't make the game fun to 
play; in fact, its quite boring 
after a while. Mapping freaks 
may enjoy testing their skills on 
this one, but the average person 
probably wouldn't like dt that 
much. Good fun fór a while, but | 
don't think Il last for very long 
in anyone's favorite games list 
— certainly not in mine. ” 


COMMENTS 


Control keys: A left, 5 right, O 
É y L down, CAPS SHIFT fire, 


TER to paus, Oto quit 
Joystick: Kempston, Interface 2, 
Protek 


Keyboard play: reasonable 
Use of colour: a bit garish at 
times 
Graphics: nothing remarkable, 
really 

nd: ok 


Screens: dO 
General rating: Not a bad game 
at the price, but nothing special 
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Producer: Firebird 
Retail price: £9.95 
Author: MD Software 


ave you ever been ill and 


was going wrong with 
your poor lite body? Sitting 
there sweatin q, head throbbing, 
stomach making horrible gurgly 
noises and all that sort of thing. 
Playing Gerry the Germ might 
help throw some light on the 
subject of diseases and how 
they affect you. On the other 
hand — it might not! 

Gerry, the hero of this piece, 
has been thrown out of the llI- 
stitute of Infectology for failing 
to get his stinkploma ... he's out 
on the street, no money, a 
bacteria and a colony of viruses 
to support. Most ordinary germs 
would be defeated by this crush- 
ing blow, but not Gerry. He's a 






he's going to show the world 
that he's the Dest by infecting an 
entire human body on his own. 
You play the part of that her- 
Oic, teensy-weensy little germ, 
and have to successfully infect 
Six regions of your reluctant 
| oetis body: The playing area 


for each part of the body Gerry 
has to attack — and should he 
fail at any stage it's back to the 
beginning. Counters on the sta- 
tus screen and a thermometer 
monitor your progress as you 
spread your pestilential influ- 
ence through your host. 

Gerry starts his quest in the 
lungs (coughs and sneezes sp- 
read diseases). Four red blood 
corpuscies perform a square- 
dance in the middle of the lung 
screen and every time they 
cross, a bottle of oxygen is 
produced which Gerry has to 
collect. Starve the lungs of 
oxygen for long enough and 
they become diseased and it's 
time to whizz down a handy vein 
tothe kidneys. 

Towreak havoc in the kidneys, 
Gerry has to eat as many kidney 
beans as he can and then go to 


Antibodies floating about the 
screen in the form of a plunger 
and toilet attendant make 
Gerry's life difficult, and he must 
avoid red and white cells if he's 
to succeed. The kidney beans 
aren't too keen on being scoled 
either, and have a habit of run- 
mas off the screen. 

& bladder is the next port of 
call, and ifs a ses of liquid, 
authentically enough. Gerry has 
acquired a little rowing boat in 


and a cockerel swim around and 
can overturn Gerry's boat, tipp- 
ing him in the drink and turning 
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THE GERM 





wondered what exactly | 


fighter, a rebel, a rapscallionand | 


spans six separate screens, one | 


the toilet to cause kidney failure. | 


which he rows around. A bull | 

















him into a piece of bladder 
wreck. Fortunately Gerry isn't 
defenceless: he can pick up a 
toilet roll and hurlitat a nasty, | 
stunning it and sending it to the 
bottom of the bladder sea for a 
while. The aim of the bladder 

ame is to land on the island — | 
the lão roll can be used to block a 
dripping tap and thus control the 
liquid level, After the bladder it's 
on to the stomach or back to the 
lungs, depending on whether 
you succeed or fail, 

Lots of nasties trundle their 
way around the stomach — à 
tapeworm, a gas pocket and lots 
of healthy food, Some stun, 
others shunt you about the 
SCreen so care is needed to 
complete the infecting. Gerry 
has to dissolve Mr Aspirin, 
guardian of the exit who stops 
the stomach from going wrong. 
Mr Aspirin can be dissolved wit 
the acid bottle that wanders 
around the screen, and once 
he's safely out of the way the 
stomach gets all acidic and 
packs up. 

The next stop is the pa nereas, 
which looks rather like the inside 
of a train. The sereen is split into 
two, ong half representing the 
inside of a raihway carriage and 
the other the driver's compart- 
ment, where a fireman and dr- 
iver beaver away. The aim is to 
infect the medical supplies in the 
carriage, Gerry's touch is en- 
ough to infect the medicines, but 
he has to watch out for mean 
white cells, ticket inspectors and 
deodorants while he bounces 




















“Firebird ha 


Gerry tries to get the bubbly botties of oxygen away from 


the red corpuscles in the hungs. GERRY THE GERM takes 
| infection to now heights 








around. Once the medical sup- 
ples have been ryuined Gerry 

as to stop the train, by climbing 
unseen into the driver's com- 
partment and lobbing coal at the 
driver to start a fight between 
the driver and his fireman! 

in order to complete the game 
and prove to his fellow germs 
that he's a jolhy infectious fellow, 
Gerry needs to get to the heart 
and inflict a massive coronary 
by dodging the defensive anti- 
bodies and tuming their fire 
onto the heart itself. 

Careful how you play the 
game — Gerry could grow on 
YOU... 


CRITICISM 


68“ Great, | thought, loading up 
Gerry the Germ, having read the 
fab cartoon instructions. H 
loaded, and played an amusing 
tune. | started on the game: 
some neat ga here! In 
fact, | was all set to give it a 
really nice review. After ten 
minutes play | began to realise 
something was wrong. Soon | 
was really bored. Eventually, 
having ad pos the game to m 

writ's end, | can say that | thin 

ive ruined what could 
have been a really cool product 





by making it far, far too difficult. 


meone's bound to say 'per- 
severe, and you'll succeed”, but 
urte honestly | don't have in- 
finite patience, I'm not going to 
be coming back to this game for 
a long time because Gerry the 
Germ is really beginning to 
make me ill. “ 





Rowing the boat on the slimy sea in the bladder. That 


liguorice alisort behind the boat is in fact a toilet roil. 


Gerry's main defensive device 








Skill levels: one 


" | play 































O “Lots of lovely, witty ideas 
are contained in this game and 
ts Scenario. The presentation, 
from the packaging to the on 
screen grapíves is very good. | 
Sadiy the game is let down by ils 
sheer unplayability and rapidly 
became so frustrating | didn't 
want to continue. À nice try, 
wiuch falls short of the mark by 
being so unplayvable. ” 


€ The most notable thing about 
this game is its humour — al- 
though lavatorial in tone, the 
funny scenario has some very 
neat touches. The gameplay, 
however, is sadly lacking and 
the whole thing boils (1) down ta 
being a rather dull six-screen 
arena type game. The way it 
works is silly — once you've 
completed a screen you move 
onto the next one, and if vou fail 
you have to complete the first 
screen again! This quickly be- 
comes frustrating, especially 
when you don't know what to do 
on à new screen and conse 
quently return to the first screen 
very swifily. À lives system 
would have been much, much 
better. This game costs too 
much: there are some better 
releases in Firebird's Silver 
range. " 


COMMENTS 


Control keys: definable 
Joystick: Kempston 
Keyboard play: reasonable 
Use of colour: very cheerful, if 
that's the right word 

Graphics: jolly 

Sound: a nice little ditty on the 
title screen and a few spot 
effects 


- : six 
General rating: A lovely idea 
spoilt be being too difficult to 
















HENRY'S 
HOARD 


Producer: Alternative 
Software 

Retail price: £1.99 
Author: M Brown & A 
Biggs 


enjoys a reasonable life, 
but Henry is not a content 
feels he must 





gnome and 


iachieve something. Motivated | 


reed, he's decided to go off 
e Magic Castle to steal the 


by 
to t 





enry is à gnome, who | 





As an added bonus, entering 


some of the trickier screens 
returns a fresh complement of 
six bouncing Herries to the 
status bar along the lower bit of 
the screen, So keep the Henries 
and the pieces of 


bouncin 
Hoard flowing in and soon 
Henry will be a happy gnome, 


h 


Just one gathering of specific nasties that pou ll encounter 
if you try to pilot Henry towards that ever-elusive hoard. 


Golden Hoard, a pile of treasure 
thatis, ea sd dedo h. golden. 

When Henry sets himself a 
iask, it's usually am ambitious 
one, and this is no exception 
since the Magic Castle is guard- 
ed by lots of nasties with magic- 
al powers. Each section of the 
taste is represented within a 
screen and are fifty screens for 
Henry to make his way through. 
| To complete his quest, the 
gnome from home needs to visit 
every room and collect over two 
hundred magical items on his 
journey. The nasties that hinder 
Henry include dastardly 
dwarves and not very nice elves: 
other baddies too foul to name 
also trot in and out the various 


caverns and sproing up and | 


down from the ceiling. 

The format of the game close- 
ly resembles the one originally 
used in Jet Set Willy: Henry can 
walk left and right and can jump. 
The main difference is Henry's 
gait his way of getting about is 
| rather strange. Instead of the 
usual platform game type reg- 
ular stroll, Henry staggers eua 
as if he's been hitting too muc 
ofthe Gnome Juice, The screens 
are all platform orientated with a 
number of baddies patrolling 
mindiessly along their predefi- 
| n8d routes. They pay no atten- 
ton to your presence on a 
screen, but they object to Henry 
very strongly Wf you are clumsy 


| costs £1.99. Henry's Hoard is 


CRITICISM 


6“ Not another Wet Set Jelly 
clone! BUT, it's not all bad, À 
nice platform game does you 
good, especially when it only 


good fun to play, and colour and 
Grao have been used quite 
well in the design of the game 
screens. There's quite a pleas- 
ant continuous tune (thought- 
fully provided with an on/of 
switch in case it gets on your 
nerves) and when you've finish- 
ed, it plays a neat rendition of 
“When the Saints Go Marching 
In . Okay, all you anti-platform- 

ame people, you might not like 


t, but | do, because it's cheap, | 


challenging (a bit!), fun, and 
enerally quite good all round. 
SO there. “ 


O Why is it that budget solt- 
ware houses equate reasonable 
product with Jet Set Willy 
clones? The last month orso has 
seen a deluge of cheap games 
trying to re-evoke the success 
of their famous forbear | 
wouldn't mind so much if they 
tended to be better, but.thev're 
not: they're all inferior. Henry's 
Hoard is such a game, and is so 
typical of what some software 
manufacturers still think “the 
kids want. it's graphically pleas- 


enough to guide the poor 
“palóg into one of them, and 

ump him off. You are allowed 
five lives — the Henries remain- 
ing jump up and down in a win- 
dow at the bottom ofthe screen. | 






| and will no doubt satisfy “SW 





HogBD 


YA po: 
HENRY *S HOME 









Setting out from home, Henry's got a whole lotoftreasure to 
collect in HENR Y's HOAROD from Alternative Software 


ant enough, and not a really bad 
game. Fm sick of being fed the 
same type of game, time after 
time. | wouldn't buy Henry's 
Hoard but others may well like it. 
fts competent enough at what it 
does, Um fed up with this sort of 
game. “ 





Control keys: alternate on 


and off 
Joystick: N/A 


Keyboard play: every bitas . 


cod as JS 

se of colour: nothing 
outstanding 
Graphies: tidy, but tiny 


O Why this new company 
should choose to call them- 
selves 'Alternativoe Software” 
beats me, unless they intend to 
offer alternative versions of 
Classic games vears after 
they've come and gone, Henrv's 
Hoard is an alternative to Jet Set 
Willy, or maybe Manic Miner 


Skill levels: one 
Screens: 50 


money f you 
game 

fans who are desperate for a fix | 

of their favourite platform 
action. For a couple of pounds | 
this game is a reasonable deal — 
and it's clear that a fair amount 
of effort has gone into creating 
it. Fm just sorry the program 
mers didn't find something a bit 
more original to write, but there 
vou go. 


The question is, 
can you survive 


FiREBieda 
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À COMMENTS 


second row left/right, bottom 
row ae mp, G toggles tune on 


Sound: neat tune, usual effects 


General rating: Good value for 
Ike this type of 
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Producer: Firebird 
Retail price; £9.95 
Author: Paul Hibbard 


“EP “he spirit of that evil monk, 
| Rasputin, is back. Not con- 
tent with terrorising Rus 
sians and Catherine the Great, 
not entirely happy with being 
| the subject of a Bony M song, 
Rasputin now appears in a 
computer game. Drawing power 
from the Jewel of the Seven 
Planets and protected by eight 
spelis which have been cast in 
his name, Rasputin is threaten- 
ing to cross the barriers of time 
and do all sorts of unpleasant 
and nameless nasty things. It's 
up to you to intervene. 





hr a 


The playing area is a multi- 
roomed castle hovering in 
space/time, a nether world in- 
habited by evil creatures which 
sap vour life force on contact. 
some, like the guards which 
patrol doorways, seem relative- 
Y unconcerned by your arrival 
in their little section of the 
universe, while other nasties 
home in on the figure of your 
“crusading knight and do their 
best to wipe him out. 

The quest begins in a hallway 
from which the other locations 
which make up the Seven Plan- 
ets may be accessed. Your Cru- 
sader is equipped with a magic 
shield and a magic sword, both 
efficacious when it comes to 
dealing with the denizens of 
doom — but their power is limit- 
ed, Each time you use the magic 
weapons their power diminish- 
es a little and the candle on the 
stalus screen used to indicate 
the power remaining in your 
weapons grows a little shorter. 
Contact with the nasties reduces 
your limited life force, as dis- 
played by a horizontal bar on the 
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RASPUTIN 





status screen. When you run out | 


of energy the game ends, and 
it's back to the courtyard of your 


dark side (where the game be- | 


gins according to the 
instructions), 
The action is shown in a 3D 
vigwscreen which takes up three 
uarters of the display area, and 


the graphic style resembles that 


| Used in Alien & and Fairlight. The 


Crusader's movements are also 
similarhy controlled: he can spin 


| round on the spot, walk and 


Jump. First you select one of the 
eight directions available, tum 
your hero and then walk for- 
wards. The M key raises the 
shield to stave off attack, while 
M and P together brings the 


sword into play. A little care is | 


needed, as the P key on its own 











causes your hero to leap in the 
direction he's facing — make 
sure you dont jump at the 
enemy instead of poking it with 
a sword! 

Since the courtyard of your 


darkside is a pretty strange 
place, it's not surprising that the 
scenery is strange. Most of the 
screens are made up from stone 
blocks suspended in infinity. 
Falling off a walkway due to 
carelessness sends vou tumbl- 
ing down to land on a cloud. 
Your hero is returned to the start 
of the room he fell from, but 
loses some energy in making 
the trip. | 
Travelling between screens is 
achieved by jumping onto one 
of the teleport blocks which 
causes another room to flick into 
view. The overall aim of the 
game is to collect the eight spell 
runes which have been inscrib- 
ed on blocks of stone scattered 
in the playing area. Spells play a 
very important part in the game 
— on entering a room the spellit 
contains can be released by 
lgaping on all the special blocks. 





| been collecte 
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Once this has been done a 
monster materialises — kill the 
monster and you gain the spell. 
Most of the spelis are regene- 
rative, topping up your energy 
Or weapon status, but Eyes of 
Heaven spells are very import- 
ant indeed. Each of the eight 
runic spells you have to collect is 
brado by a evil eye control- 
ed by Rasputin's spirit. When 
you collect an Eyê of Heaven 
à pd one of the four Spell 
armony Indicators in the status 
panel indicates the colour of the 
room in which your Eve of Hea- 
ven Spell is active. On entering a 
room of the appropriate colour, 


| the eye it contains is deactivated 


and you can collect the rune it 
defends. 

"Once all eight runes have 
your Crusader 


will be able to collect the Jewel 
of the Seven Planets and put an 
end to Rasputin's evil plans for 
ever. Rah Rah Rasputin,.. 





O “ Rasputin is an arcade ad- 
venture type game based a bit 
on Knight Lore and Alien 8 in 
that each screen is presented in 
a single colour. The graphics are 
brilliantly drawn in 3D and are 
easy to recognise, although the 
single colour approach can get a 
bit dull. Sound is well used. | 
liked the idea of raising you on a 
cloud when you take a tumble, 
At first it was hard to move 


around the screens, but when | | 
| got used to the game | found it 


quite addictive. Another | ge 
impor which is fun to play f 
irebird. “ 


O CAtfirstsight Rasputin jooks 
as if it could be excellent: it has 
fantastic graphics and a very 
good tune. The only gripe ! have 
about ft is that it's not as play- 
able or addictive as it could be. 
Graphically, Fd sey that this 
rivais Uitimate's filmation 
games — there is always a lot 

appening on the screen, plenty 
of nasties bouncing around, 
moving stars, fire from the odd 
dragon and the like. The sound 
is e very g00d — lots of beep 
effects during the game and an 
excellent tune on the title 
screen. If found it very hard to 
get into the spirit of this game, 
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“found Rasputin very 
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so after a few goes | was begin- 
ning to loathe it. Also | found it 
very hard to accomplish any- 
thing, so ils not a compellin 
game to play. ff you like pretty 
graphics and nice tunes, then 
this perhaps is a game for you, !f 
YOU want à game fo get your 
teeth into omeniately, then 
perhaps not “ 





O" Hasputin didn't exactly met 
my joystick when | was playing 
it, but | did feel it held some 
promise. The high price put me 


| Offquite a bit — after all, it's only 


another variation on the Knight 
Lore theme. The graphics are 
nicely animated, but the tunes | 
are apalling and tend to buzz on 
for far too long. One of its good 
points is that the screen does not 
slow down, which results in a 
very playable game with some- 
thing to do in every screen: a 
quality lacking from a lot of 

ames around at the moment. | 
od fun to 
play, Dut even after 30 minutes, | 
never felt that | had got into the 
main game. This could be a bit 
late to make its mark in the 
monochrormatic games market 
— Chimera might be a better 
buy. ” 





COMMENTS 


Control keys: O turn left, W turn 
right, O walk, P jump, M use 
shield, M and P use sword, 
SPACE to pause, ENTER to 
continue 
Joystick: Kempston, Interface 2, 
Cursor 
Keyboard play: fine 
Use of colour: monochromatic 
rooms hence no clashes 
Graphics: neat animation and 
goea 3D effect 
und: excellent theme tune at 
start, otherwise blips 
Skill levels: 1 
Screens: 48 
General rating: À complex 3D 
ame which should appeal to 
ans of the genre 











“TRE VIGILANTE OF GOTHAM CTY- 


NOW YOU HOID THE KEY 
TO THE VORID OF THE 
CAPED CRUSADER 
COMING THIS EASTER 
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Spectrum Screen Shot 


Spectrumf7.95 
| Commodore 64/128 
o (cass) E14.95 dihe 
Th imstrad/0€ neider 
ice £8.95 (cass) £14.95 (disc) | nao 
E  BBCE9.95 (cass)£ 14.95 (disc) Es 
Ta Commodore 16 “MAIL ORDER: 
£7.95 (cass) ao “cheque O 
| dust eder cable to Elite, or qui 


| isa or ÁCCESS À «to get a SOpY 
pAPERBOY Four Via ar a PAPERBON. 


a jal” st jon of the Arcade 
Get ready for the official” home computer vers a 
blockbuster, Paperboy: pick up your old push-bike, put on your pe 
cap and imagine yourself braving the street of an American su urb. 
ny superb riding skilis and a eteady throwing arm cam get you 

a 
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do moiad 
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choose Easy street” or go 


ou 
the ride of your life. 
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